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3-Minute e-Learning
Introduction

The purchase of YouTube by Google for $1.6 billion reminds us that a great many
people in mainstream society access, share, collaborate, and learn from each other
at faster speeds, with highly personalized experiences, and a lot of independence.
This is the new world of Web 2.0 - social computing or social networking.

On the surface, it may seem ludicrous to correlate classroom training and
e-Learning with YouTube joining Google. However, there are many indications
that the very foundations of how we train people today are being significantly
influenced or altered by the same behaviors and technologies that Google and
YouTube cultivate. These two symbols of social computing and social networking
have a profound impact on training and learning.

The challenge to leaders, trainers, instructional designers and developers
continues to be: “How do we add value while we leverage rapidly changing
technologies and modify our approaches to match new social computing
behaviors?”

Addressing this question compels us to wrestle with the nuts and bolts of
e-Learning: content development and delivery. How do we define and approach
content as we deliver it through high speed Internet tools and in the world of Web
2.0? How do we develop content that suits the new learning and work behaviors
of people in electronically connected workplaces?

e-Learning landscape changes: e-Learning 2.0, “working and full
proficiencies”

The e-Learning landscape has changed. In our study of content development and
delivery, two related changes provide insights that address the fundamental
shifts.

First, web 2.0 and social networking tools have invaded the e-Learning field with
tools, such as WIKIs, blogs, Federated Searches, Podcasts, RSS and other similar
ones. Anthony Karrer, Ph.D., a leading expert in e-Learning systems development

(www.techempower.com.com), speaks of e-Learning 2.0, as opposed to e-Learning
1.0 and e-Learning 1.3. (Please see Table 0-1). Karrer suggests that as the approach



3-Minute e-Learning

moves into e-Learning 2.0, the content is reduced from 60 minutes in e-Learning
1.0 to 15 minutes in e-Learning 1.3 and just one minute in e-Learning 2.0.

The one minute of content in e-Learning 2.0 is provided by the worker or learner,
whereas the content in e-Learning 1.0 is provided by instructional designers and
trainers. In addition to WIKIs, blogs, searches, Podcasts, and RSS, learners
contribute their own experiences and expertise-making content development - a
collaborative process of the learners.

Karrer further suggests that e-Learning 2.0 does not replace e-Learning 1.0 or
e-Learning 1.3, but, instead, provides new options in the already large array of
e-Learning tools. Moreover, under the right conditions, implementing e-Learning

2.0 is a compelling option.

e-Learning 1.0 e-Learning 1.3 e-Learning 2.0
Main Courseware, Reference hy- Wiki, social
Components authoring tool, brids, networking,
LMS LCMS, discussion | bookmarking,
groups add-ins, mash-ups
Ownership Top-down, Top-down, some | Bottom-up, learner-
one-way collaborative driven, peer
learning
Development Long Rapid None
time
Content size 60 minutes 15 minute 1 minute
Access time Prior to work In between work During work
Delivery Atone time In many pieces When you need it
Content LMS Email, intranet Search, RSS feed
access
Driver ID Learner Worker
Content ID SME User
creator

0 Figure 0-1: e-Learning 2.0

This table is provided with permission from Anthony Karrer, Ph.D.
(www.techempower.com.com).




Second, in another development, at the Workforce Performance 2006 conference on
September 11, 2006, Joe DiDonato, EVP - Chief Learning Technologies Officer for
Countrywide Home Loans, Inc., presented his observations on the need to
differentiate “working proficiency” from “full proficiency.” DiDonato explained:

“Given the tasks of training an individual to ‘full proficiency’ in a technical
product, the education teams (instructional designers, trainers, developers) will
do a complete decomposition of that product, and then proceed to train an
employee on those product functions. This ritual of ‘full proficiency” training
ignores the fact that much of this knowledge will probably never be used that is
frequently in the employee’s job, and in a lot of cases, simply forgotten once the
employee leaves the classroom.”

Instead of full proficiency, DiDonato suggested focusing on “working
proficiency,” that is, providing information that an employee needs to do the job
immediately and most of the time. This distinction aids in deciding what tools
are best suited to deliver the different levels of content.

Furthermore, DiDonato concluded that the classroom model is not an efficient
model for dealing with the volume of information that needs to be processed in
today’s organizations. He offered a mixture of solutions to reduce the time
required to achieve “working proficiency.” DiDonato included classroom training
as a tool to help in building skills to achieve “working proficiency.” However, he
suggested that perhaps 80% of content can be accessed by learners through
Federated Searches and wizards.

Introduction
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e-Learning 2.0
broadens our suite
of technologies,
while the concept
of “working
proficiency”
helps us to focus
our content on

performance.

Performance-driven content versus boring content, bordering
on really “crappy” content

Amidst these new shifts and developments, there is one remaining truth that will
stay with us for a long while. Regardless of the technologies and the different
ways people behave and learn, we still have to create, organize and deliver
content. In businesses and nonprofit organizations, where content is in the fabric
of their culture, the demand is even greater for rapid, small, and useful content.
Both Karrer and DiDonato recognize the difficulties of organizing and making
content available to learners rapidly, and they present technologies that may help
to access them faster. e-Learning 2.0 broadens our suite of technologies, while the

concept of “working proficiency” helps us to focus our content on performance.

The challenge with the Web 2.0 social networking and computing environment is
that it is unstructured, promotes independence and empowers everyone to
publish content, good or bad, useful or crappy. In our organizations, however, we
need to provide content that has productive value to our workers. And productive
value means useful content presented in a way that decreases the time needed for
learning. Whether we apply e-Learning 2.0 tools, e-Learning 1.0 or 1.3, it is
apparent that the technologies promote learning behaviors that operate in a rapid,
need-to-know, and just-in-time environment.

What we see today in many e-Learning programs ranges from boring to really
crappy content. With Web 2.0 and advances in digital and authoring tools, the
content created only 3-5 years ago may become crappy very quickly, not because
of visual quality and aesthetics, but because of its inability to provide learners
with the content they need instantly to perform at work.

3-Minute e-Learning - rapid application, rapid development and rapid
delivery

3-Minute e-Learning is not just a figurative title, but a practical yardstick.

In 3-Minute e-Learning, the basic structure of a learning snippet, nugget, lesson or
vignette provides the compelling context (through a story, example, or case), key
ideas, key applications and optional access to reference or detailed information.
Learners study or access 3-Minute e-Learning and spend literally about three
minutes with it.



The core of 3-Minute e-Learning is the encapsulation of “application points” or
performance ideas, what DiDonato calls “working proficiency” knowledge. The
“application points” are those segments of knowledge that enable the learner to
apply the ideas to an actual work-related problem or situation rapidly. In essence,
3-Minute e-Learning is meant to help learners use knowledge instantly!

3-Minute e-Learning

Incidentally, I am not suggesting that eight-hour classroom training should be
reduced to 3-Minute e-Learning. Rather, that the “application points” or
“working proficiency” knowledge is the core content presented in 3-Minute

e-Learning.

Key shifts in thinking needed

Three fundamental thought processes must change to accomplish 3-Minute

e-Learning:

1. Creating 3-Minute e-Learning is not about finding the software that
produces content most rapidly. It is about rethinking and focusing on
how to isolate the “application points” in the most bloated content and
apply the step-by-step process of developing 3-Minute e-Learning to those
“application points.”

2. lItisonly by going to the roots of performance outcomes, expectations and
realities that we can identify the crucial “application points.” 3-Minute

Introduction
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e-Learning cannot be developed based on a job description, duties and
responsibilities or task analysis.

3. Selecting Rapid e-Learning development software, authoring tools or an
LMS will be easier, less costly, and more effective when we have taken
into account items 1 and 2 above. Embracing a rapid development tool
without defining the “application points” will not meet the goals of
3-Minute e-Learning, Rapid e-Learning and rapid application.

The benefits of 3-Minute e-Learning, rapid application and rapid
development

3-Minute e-Learning helps us simplify our Rapid e-Learning efforts. It will
increase our ability to add value to our organization by demonstrating lower
production costs and faster development results.

1. 3-Minute e-Learning increases the speed with which learners apply the
ideas, thereby impacting performance. This helps us add value to our
organization’s needs.

2. We can position 3-Minute e-Learning not just as a course or a program,
but as an immediate problem solving tool, for example, to help
technicians in the field, cashiers in stores, managers who need to learn
about specific skills, and salespeople who need updates on product
changes. If we make the content too large or too bulky, we will lose this
opportunity. Please see Appendix B.

3. 3-Minute e-Learning provides a clearly-defined process for working
successfully with Subject Matter Experts (SMEs). The process, which is
contained in a series of interview questions in Appendix C, helps us
direct the contributions of SMEs to a focused 3-Minute e-Learning
snippet, nugget or vignette.

4. 3-Minute e-Learning reduces costs and increases productivity. With this
methodology, as I will demonstrate in this book, we can reduce our
development costs by 50% and increase the speed of development by
300%. In actual dollars, this means that a program built in a traditional
fashion costing $50,000, will cost only $20,000 using the 3-Minute



e-Learning process, a savings of at least 60%. Please see Chapter 22.

5. One of the unintended consequences of 3-Minute e-Learning is that our
content will be useful in the world of rapidly, random and self-directed
learning, especially in Web 2.0 applications. 3-Minute e-Learning makes
our content flexible, versatile and useful at three levels: e-Learning 1.0,1.3
and 2.0. It will find its value in Knowledge Management System:s,
Learning Management Systems, and virtual online tools such as WebEx
or Breeze. It can also work well as a reference and searchable format.

With 3-Minute e-Learning as foundation of the content delivery, we
enable the leaners to search, bookmark and send email. Furthermore, we
will be able to correlate e-Learning with performance metrics. This helps
us see the impact of training in actual job performance. Please see
Chapter 21.

Relationship of 3-Minute e-Learning and Rapid e-Learning

In this book I use the terms 3-Minute e-Learning and Rapid e-Learning
interchangeably. The distinction, however is, 3-Minute e-Learning is the outcome
while Rapid e-Learning is the process of accomplishing the outcome.

3-Minute e-Learning and the pathways

For the past few years,  have worked and advised many leaders in organizations
on “how to produce content into small pieces.” I have also been involved in
designing and implementing Learning Management Systems (LMS) to enhance
their capacities to impact measurable performance. There seems to be a growing
dissatisfaction with the first generation of e-Learning content and LMSs -
classroom-like lessons and page turning, and the massive use of multimedia,
simulation, interactivity and tracking - that needs to be addressed. 3-Minute
e-Learning addresses that dissatisfaction.

Regardless of what we now do in e-Learning, 3-Minute e-Learning will help us
take an honest look at how we can propel our e-Learning initiatives into a new
e-Learning landscape, one that is inching faster and faster into our workplaces,
faster than we can retool, reorganize and redesign.

3-Minute e-Learning provides the pathways in that landscape.

Introduction
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Revolutionary and Incremental Solutions

Revolutionary and
Incremental Solutions

Through my work and experience, | have come to understand a number of issues
that hold us back from using e-Learning or producing 3-Minute e-Learning

effectively. I would like to share this perspective with you.

First, e-Learning development is often slow because we have yet to apply a funda-
mentally different way of designing learning programs for e-Learning (an e-
Learning Architecture). Our learning design for e-Learners’ needs is based on
classroom-like conditions and not on new realities of fast-paced and rapidly
changing business conditions. It still looks like we are designing programs based
on 100-year-old assumptions about the way people learn, and about the way to

design learning.

Second, many e-Learning programs are bloated with content, lectures, simulations,
exercises - methods of forcing content and controlling the learner - which have
minimal impact on the e-learners’ needs (e-Learning Behaviors®) for quick access,
solutions and applications.

I'maintain that our e-Learning programs are (1) often at least 50% heavier (too
much content) and (2) at least 75% more cumbersome (too many controls) than
e-Learners require. If you want serious savings in costs and increasing speed of
development, these two areas should be your focus in implementing revolutionary

and incremental solutions.

This leads to my final observation: most e-Learning suffers from a poorly conceived
architecture. A poorly conceived e-Learning Architecture (e-LA) means we have no
way to manage the e-Learning design and development process. We fault subject
matter experts (SMEs), developers, programmers, and software providers for a slow
response. It should be the other way around: We need to present an architectural
plan or infrastructure so that all the contributors to our e-Learning program can
follow a streamlined process.

What can be done about these issues? There are a number of steps to take in

addition to the ones mentioned above.

e-Learning

programs are (1)
often at least 50%
heavier (too much
content) and (2) at

least 75% more
cumbersome (too
many controls) than

e-Learners require.
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3-Minute e-Learning

The first step is to recognize that there are two important and parallel areas of
focus to produce better, cheaper, and faster e-Learning programs (rapid develop-
ment): the learning side and business side. The learning side is about design,
development, implementation and assessment. The business side is about quality,
speed, cost, ease of use and value. Each side has a measurement standard. If we
want to manage results, we can do so by implementing the Organic e-Learning
Design Principle and using the Rapid e-Learning Calculator. I will explain these
later.

SMEs are content experts, not e-Learning designers. Yet, we need SMEs to buy into
our e-Learning Architecture so we can speed up the process and control the
quality. (See Appendix C for the SME Discovery Process).

We are tempted to purchase and use software that doesn’t have an e-LA. So, we
spin our wheels asking what the software can do to speed up the process and
improve quality. Unfortunately, the software does not do this. It is the “creative
process” of the e-Learning Architecture that should dictate this, not the software.
Remember “Garbage in, garbage out”? We can take it a step further: “The more
garbage, the slower the speed and higher the costs - and the quality stinks!”

Software selection (authoring tools, platforms, Learning Management Systems)
should support the learning and business standards. Lots of software is capable of
providing 10,000% more than our actual needs, or even more than what we can
use. Selecting the right software, or a combination of software, for our e-LA is both
a learning design decision and business decision. Without a clear e-LA with
learning and business standards, we either pick over-simplistic software or
software on steroids. In other words, software is either overly-simplistic or souped-
up depending on how it matches up to what we need. Quality is sacrificed, the
speed of development is decreased, and the total costs are high when there is a
mismatch between the software and the learning and business standards.

It is important to keep in mind that software developers and suppliers have their
own “religions” based on a mixture of their backgrounds, interests and skill sets.
Understanding these biases enables designers and developers to leverage the part
of the software that works, to speed up development and cut costs. Knowing these
biases also helps us ask whether there is a fit between the software and our actual

need, skill set, budget and culture.



Revolutionary and Incremental Solutions

The decision to implement reusable tools, templates and applications is driven by
a business purpose. Designers need to drive this purpose to maximize the input of
software developers. Most producers are not software developers and know little
about the capability for developing reusable utilities. We need to challenge soft-
ware developers to provide a plan for reusability.

Adding interactivity, first and foremost, must be an e-LA decision, not a software
decision. If you follow the software route first, we can slow down our process.
Selecting what and how to implement interactivity is important to the quality of
the program, but it is a delicate balance between the creative and software process.
If thought out well, interactivity can be developed successfully even with the

least-capable software.

To increase the speed of development, use a collaboration process and tool.
Introduce a culture change and process change to the SMEs, trainers, designers,
developers, IT systems administrators, participants, managers and champions.
Manage version controls, the change-order process, project timelines and tools.

Use collaborative Internet real-time supported tools and software.

There are programs and organizations that are not prepared for rapid develop-
ment. Certain cultural and structural barriers must be challenged before we can
accomplish rapid development. We must know how to select the programs that
create the most impact and can be rapidly deployed.

Whether or not improving value, cost and speed of the e-Learning design and
development are worth all the effort is determined by how much the business
gains from this activity. The closer we can link and connect business outcomes,
either anecdotal or quantitative, the better we can justify the investment in Rapid
e-Learning development.

A big factor in its favor is that Rapid e-Learning is in high demand. So, find out
what the gains are, and the cost of rapid development can be justified. Simply
comparing Rapid e-Learning development with other approaches is not a strong

justification.
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3-Minute e-Learning Is Rapid Learning, Faster Application and Lower Cost e,,

3-Minute e-Learning Is Rapid Learning,
Faster Application and Lower Cost

3-Minute e-Learning design and development means constructing e-Learning
programs that provide learners the opportunity to quickly apply knowledge to
perform tasks and enable managers to make this happen. It also means con-
structing such programs faster and cheaper to meet changing and demanding
business conditions.

3-Minute e-Learning is the outcome of Rapid e-Learning. Rapid e-Learning design
and development must also mean, “to lead to faster application” (whether this is
learning, traditionally defined, or not). This is a requisite expectation; otherwise,

N | can do this
guickly!

=

we quickly find ourselves developing e-Learning programs for the wrong reasons.

We must understand Rapid e-Learning development as much for its potential to
create quality outcomes, as for its promises of speed and lower cost.
Learning outcomes - quality

Quality concerns refer to the learning outcomes. They show us how 3-Minute
e-Learning helps the learners or workers perform the required tasks rapidly.

The focus is “applying knowledge rapidly,” not learning as traditionally defined.

B ¥
1
E,

.e.\__!_:_-._.
#

We can’t rapidly write
a novel; but we may
rapidly write a check

list or a quick
help book.

25



3-Minute e-Learning

We are not
defining learning
outcomes as
retention,
completion,
coverage,
certification or
performance of
some tasks while
in the e-Learning
process. Here, we
define learning
outcomes on the
basis of how fast
and how easily a
learner is able to
apply knowledge
and skill to given
tasks.

26

Cheaper and faster development - gains and costs

The business drivers for Rapid e-Learning design and development must include
the speed and cost of completion. Speed is a function of cost. The faster the
development, the lower the cost must be; otherwise, greater speed may not warrant

the incurred costs to produce the programs.

The overriding business reason is the gain. How will Rapid e-Learning design and
development impact the business outcomes? Will it drive business costs down?
Will it increase sales and cash flow, hasten early adoption or avoid penalties from

government agencies? Will it help strengthen a strategic position?

I have the suspicion that top management’s impatience with slow e-Learning development is
rooted in e-Learning's supposed inability to contribute to business performance. Although
e-Learning helps reduce the costs, it has yet to document its capability to add new value to
business results.

Anomaly in expectations

There is a pressure to focus on how to speed up development and cut the costs,
but we pay less attention to whether programs will actually work. We are able to
hype about the promise of e-Learning as faster and cheaper to deliver, but we are
less able to justify the need for more time and resources to do a good job.

There is a risk that rapid development will create false expectations - a backlash

that will haunt us as professionals and as an industry.

We must always keep a sharp focus on the learning outcomes and the business
gains for Rapid e-Learning development to succeed.
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Rapid e-Learning Design and Development Model

Rapid e-Learning Design and
Development Models -
Application Points and The Calculator

As gleaned from the previous chapters, we are faced with the challenge to
introduce a culture change and process change in e-Learning. Who are our major
players in this endeavor? SMEs, trainers, designers, developers, IT systems
administrators, participants, managers and champions. Organizations that are
not yet prepared for and not confident enough to adopt 3-Minute e-Learning
development need the major players and “heroes” to support the initiatives. A lot
depends on these "heroes" to break through or totally demolish the cultural and
structural barriers that get in the way of any organization's or business' goal to
investin Rapid e-Learning that gives the best outcomes.

Organic e-Learning Design Principle

Where do we think our major players will and should begin? Our best and most
practical answer is: With the redefinition and clearer understanding of the Basic
Principle of Organic e-Learning Design. This is preparatory to the actual design
process that is covered in Chapter 8 of this book.

The Basic Principle of Organic e-Learning Design is a paradoxical paradigm
shift.

Conventional thinking says that effective training is costly and it takes time to
develop. The opposite is true in Organic e-Learning Design Process - “Faster is

actually better and cheaper.”

By focusing on the 20% content that allows e-learners to apply ideas instantly and
get results quickly, two dramatic benefits materialize - the cost is down to 70%

and the speed of development is 300% faster. It improves the quality and value of
learning and application and the approach of development.

Traditionally, all training content is treated equally. Let’s use a rectangular block

torepresent a solid body of content.

il
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This is what different people have been saying to explain the block of content:
SMEs: “ All content is important.”

Instructional designers: “Learners have to learn based on competencies and

learning objectives.”
Trainers: “We'll train you in all of the content, just in case you need it.”

Developers: “Let’s present the content in colorful, engaging, and interactive
slideshow.”

Learners: “I scan, choose, and pick what I can use.”

This statement from the last group of people, oftentimes, indicates that the interest
of the learners is different from that of SMEs, instructional designers, trainers and
developers. This is true whether they are in the classroom, reading a manual,
attending online learning or virtual classroom session.

Learners look at content like pyramids with points.

Application Point or

/ Performance Idea

—

They pay attention to “application points”. This means that instead of looking at
a block of content, they look for key ideas in the content that they can apply and
benefit by using immediately. They focus on what is relevant and what they can
use. If the block of content is large with many sections or parts, the learners focus
on the tips or points of the micro content. The tip of the micro content should
contain the ideas that help them in their work, the “application points”, or, we

may say performance ideas.



Rapid e-Learning Design and Development Model

A

A4
ALA
LA LA

In Rapid e-Learning, “application points” or performance ideas, which are

quickly used at work, are essential. It is only when “application points” are easily
identified and accessible that learners can learn in 3 minutes and achieve results
quickly. In essence, this is the highest form of learning quality and value. It would
serve us well, indeed, to remember that presenting the content as a block, using
our symbol, stops the learner from having quick access to “application points” or
performance ideas. The learner has less value or use for this type of content
presentation. A block of content is just not conducive to rapid e-learning and

application, much less 3-Minute e-Learning.

A block of content is disappointingly bloated, heavy, and long; not to mention
uninteresting and boring. The greatest disadvantage is the high cost and slow
pace of converting a block of content into e-Learning program. This activity, if
pursued stubbornly or unknowingly, is a catastrophe in the making, for the
following reasons.

A catastrophe in the making

First, let’s say content from a classroom is converted to e-Learning using
traditional approaches. It is linear and similar to a lecture.

D>

—_— | | — ] | — | — ] | — ] || || | —

Linear
Learners are clicking pages. “There is no way for me to choose, select, and find
important information quickly. I have to go through all these pages”, the learner

complains.
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Second, since clicking pages is really boring and hard for the learner to use, the

next “Aha” is “Let’s make a video or slideshow.”
>

S 3| =

Still Linear

<] Back Stop Forward >

“Kinda cool and graphical”, says the learner. But it still takes long to produce and
is not easy for the learner to learn from and perform and achieve results quickly.

Third, a more daring move is presented : “Let’s use games, simulation, and

interactivities.”

>
>
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“Now, this is really entertaining!” the learner says. But it is even more difficult to

apply the ideas quickly.

Fourth, “So that it is even quicker, let’s use virtual learning tool, like WebEx or

Interwise”, says the trainer.

| 2
IXd
[,

=[]

>O( Virtual
Trainer

Qgg% Internet

Participants

This approach is faster and convenient for the trainer, but not really helping the

learner apply ideas any faster.
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The catastrophe in all the above attempts is that it is it harder for the learner to
find promptly the “application points”. It becomes frustrating because the usage
of the program becomes limited or the learners do not get to complete the

programs. The cost continues to grow and yet the development remains slow.

Incidentally, more multimedia and interactivity is not the answer. Without a new
way of thinking about the content, multimedia and interactivity weaken most

e-Learning programs because they add to the heavy weight and bloated content.

Instant access to “Application Points”

The learner wants to view the content in this manner. The “application points”
are instantly accessible so the learner can, in 3 minutes, internalize the knowledge
and apply instantly the ideas and knowledge on the job.

v Ao
.
T
Vi

“Application Points” Pyramids

How does the Organic e-Learning Design Principle impact Rapid e-Learning? As
mentioned earlier, Rapid e-Learning is designed to enable the learner to
understand and learn in 3 minutes, and quickly and confidently apply ideas and
knowledge to perform tasks. Furthermore, Rapid e-Learning reduces the costs and
increases the speed of development.

To accomplish the desired results for Rapid e-Learning, we need to apply the
3-Minute e-Learning and Organic e-Learning Design Principles in our e-Learning

projects.

Here are helpful tips to answer these questions:
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How to successfully identify the “application points” or performance ideas?
How to strip content of its bloat and heavy weight?

How to select or use software applications to support the learner’s need to
identify and use “application points”?

Finally, how to use a Rapid e-Learning development process that accomplishes
the above results at the lowest cost and the fastest speed possible?

Appendix B provides an extensive process to facilitate the accomplishment of
these goals.

The Rapid e-Learning Calculator

To successfully implement a 3-Minute Rapid e-Learning development plan, we
need to use a yardstick or set standards that can compare the savings in time and
costs, and can also ensure quality. This yardstick, the Rapid e-Learning Calcula-
tor (see Table 4.1), has been designed to assess strategies and tactics. Based on our
assessment, we can decide if the approach is worth the effort and if it pays off.

One of the purposes of the Rapid e-Learning Calculator is to cover not only the
quantitative areas of our study but also the qualitative considerations. There may
be quantitative outcomes in speed and time savings, but these may not make sense
in qualitative terms.

For example, a particular authoring tool might be inexpensive to acquire (a quanti-
tative measure), but what if it is hard to use and the software support is unrespon-
sive (the qualitative downside)? Or, suppose the software is inflexible. Could it
hamper our ability to introduce creative ideas and solutions?

There is a trade-off between outcomes in the above example. We always need to
find ways to balance the quantitative and qualitative outcomes according to a
number of criteria. Here are the standards and some factors to consider:

*  Quality
o Value to learners, immediate application, engagement, access,
and speed of learning

0o Aesthetic value and experience
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e Time/Speed
o Short distance from concept to delivery, time lapsed - chrono-
logical calendar
Value of response to business need to be the first to market
Avoidance of costs or lost opportunity; gains by meeting
timelines; reducing downtime, waiting time, and/ or wasted
time
* Costinhours
o Cost per output

Maximized use of talent
Learning cost

© O ©O

Administrative costs

TABLE 4.1: Rapid e-Learning calculator

Rate fram [ {low) to § (high} the value of each strategy or tactic in Aapid e-Leorning development. | 1 213 |45

| Rapid e-Learning Generator: {In the section studied, write in this
bax what potentially can help you in rapid development).

Il Rapid e-Learning Standards {Assess the generator 1=low, S=high)

1 Quality: Value to leamers, immediate applications engagement,accessibility
and speed, speed of learning; Aesthetic value and experience

2 Time/Speed: Cycle from concept to delivery, time lapse- calendar:
Response value to business time needs; Avoidance of costs or
opportuninty lost; Meeting timelines; Reducing downtime, waiting
time, wasted time; Time-to-market

3 Cost in hours: Cost per output; Best use of talent; Learning cost; Price

4 Ease/difficulty: Efficient process, least effort to get results;
Low frustration factor

] Value contribution; Impact on operations, increasing revenues, profits
and cash flow, reduction cost, competitiveness, retumns to stakeholders;
Quantifies returns - anecdotal or factual; Speed of being ahead of
competition; Breakthrough innovation (significant) or incremental change
(marginal}

My Action Plan: (Write how you will implement the likely gains.)
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The key rule to
remember is:

Make change where it
matters. Implement
solutions that are
breakthrough
innovations before
you apply tactical
orincremental
innovations.

36

e Ease/Difficulty
o Efficient process, least effort to get results
o Low frustration factor

* Value contribution
o Impact on operations, increasing revenues, profits, and cash
flow, cost reduction, competitiveness, returns to stakeholders;
quantified returns - anecdotal or statistical
Speed of being ahead of competition
Breakthrough innovation (significant) or incremental change

(marginal)

Rapid e-Learning critical areas for review

In any e-Learning project, there are areas or points within the flow of develop-
ment where it pays to review the standards. It helps to ask: what is the

impact of each possible method or strategy on Rapid e-Learning? Looking
back at the Project Development Flow, in Figure 1-1, these six areas are critical
in finding opportunities for Rapid e-Learning:

* Learning design

*  Content development
* Software selection

*  Development process
* Implementation

e Assessment

The Rapid e-Learning Calculator

To proceed in developing and implementing rapid development strategies and
tactics, we need to know which approach in each of these critical areas is
“worth the effort.” It is easy to adopt small, tactical changes that have very
little impact on the overall rapid deployment of your project.

Admittedly, the accumulation of incremental innovations (small changes) can
mean significant savings in time and cost. However, being overwhelmed with
small improvements and not having the time or energy to focus on major
innovations could wreck our Rapid e-Learning initiatives. The Rapid
e-Learning Calculator can help us identify and make change where it matters.
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4
9 ‘We want change

that matters!

T T A

How the Rapid e-Learning Calculator works
and how to use it

The Rapid e-Learning Calculator is a tool we can use to evaluate the ideas that
we will read about in this book and to decide how we might apply them. In
other words, let us pause periodically and review how the ideas can have
impact on our work or projects. We use the Calculator, pick the relevant areas,
categorize the impact from 1 (low) to 5 (high), and note our conclusions in the
area provided for action planning.

The key principle is this: solutions (which may be ideas, processes, methods,
alternative strategies, or software tools) are generators (Rapid e-Learning
generators). They create some level of change to meet the rapid standards.
Assess the generator based on the standards. (We can also use the Calculator
to compare two alternatives.) Then, write the gains and implementation in My
Action Plan. (Refer to this section in Table 4.1: Rapid e-Learning Calculator).

The goalis to be able to prioritize those generators that are of value to us,
especially those that we can implement right away for immediate returns.

Our action plan must be realistic, clear, concise and very specific. We must
also assign people, budget and timelines to the plan.

Show me the money!

o>
8
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e-Learning Architecture (e-LA)-
Foundation for Rapid e-Learning

An e-Learning Architecture (e-LA) is a learning framework that meets the needs of
e-learners and the demands of the business or organization. It consists of philoso-
phies, methodologies and processes to deliver the e-Learning programs effectively,

inexpensively and rapidly.

Many e-Learning programs rest on shaky learning foundations and structures.
Their learning architecture is ill-conceived or non-existent. Most of the processes
and frameworks are borrowed from old models and old assumptions in training.
Examples of these models and assumptions include classic Instructional Systems
Design (ISD) models, “talking head” media, and other teacher-driven or expert-
driven approaches. Many developers fail to follow an e-LA on which they can
build their design and development processes. Progress in this area has been

slow in many organizations.

The lack of a sound instructional architecture for e-Learning is one key reason
for the slow and costly development in e-Learning. Furthermore, it impacts

negatively on the quality of e-Learning programs.

This e-Learning Architecture provides clear directions for design, processes, software and
resource requirements - leading to clarity of standards, streamlined decision making and
balance between business and learner needs.

FrEEdDm I—WF“E“EF

~._Whatever

—

Business

e-Learning Architec-
ture provides clarity
of standards,
and streamlined
decision making and
learning outcomes.
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We face four challenges:

. What e-LA meets our rapid business needs?

. What learning architecture works best for quality e-Learning programs?
. What process can support this architecture?

. How do we develop content that follows this architecture?

The three core issues are:

. e-Learning instructional design
. Content development
. Design process

“Flexible and nimble instructional design”

A survey conducted by The eLearning Guild and presented by Joe Pulichino
highlights several related areas that are affected by the need for an e-Learning
Architecture. The study took place in February, 2005 for the members and
friends of The eLearning Guild. (Please see “The Rapid e-Learning Development
Research Report” in Appendix A. I will only cite two of the questions here.)

The responses to question 16 in the survey (see Figure 5-1 on the next page)
show that the top three key areas to rapid instructional design are infrastructure,
innovation in instructional design and improvement in content management.

Pulichino comments:

“Traditional instruction design models will either have to be set aside and replaced, or
updated to make them more flexible and nimble in light with the demands on e-Learning.”
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Q16. In your opinion, what are the three keys to rapid
instructional design for e-Learning content:
iSelect only three.)

775 Infrastructure to support rapid design (vechnology, eto.]
605 Inngvation in instructional design strategies
0% Improved content management and wse of LEMSS
40%  Concurrent phases of instructional design process
13%  Reduction of some phases of intructional design proceds
15% | Working faster
% Dulsourcing of some phases of instructional design process
B% | Other

2% | do not knaw
0% 0% 200 B0%. 40 9O GO TON. BO%. G0 100%

For this question we asked respondents to select the three most
important keys to rapid e-Learning design. The clear leader iz
“infrastreciure to support rapid design® (775). Certaimly, a process
cian move no more quickly that its slowest paint, 0 bo enable a
rapid process we need to have a complete infrastructure that can
help speed the process up, such as available templates to serve
as starting pobnts. The fact that innovation i instructional design
strategies also had a high response percentage indicates that
traditional instructional design models will either have to be set
aside and replaced, or updated to make them maore flexible and
nimble in light of the “demands” of rapid e-Learning.

0 Figure 5-1: Responses to Question 16

Setting aside or updating traditional instructional models is essential for Rapid
e-Learning development. The change has to occur because the age-old models in
designing programs don’t apply to e-Learning design. Without an innovation in
e-Learning Architecture, there is no mold from which to pattern our design and

processes, or for the proper selection and use of software.

According to Josh Bersin of Bersin & Associates, a leading e-Learning research
firm, these models or methods follow the “waterfall approach”, which takes too

long:

“Today’s e-Learning programs are being developed with the waterfall
approach. An SME explains the content; an instructional designer
creates a design document and project plan; a web-developer builds
interactivities and HI'ML pages; a QA engineer tests the course; and
then a few months later, an online course is launched.

Although this approach is proven and works well, it breaks down
from many time-critical problems. It demands a team of skilled
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professionals and it can take months to complete .... this waterfall
process simply takes too long and costs too much for many business
situations. Oftentimes the business problem has changed during the
development of the course!”

Rapid - but must meet e-learners needs’, e-Learning behaviors

A second and more important issue to confront is that using traditional instruc-
tional models forces the e-Learning design to be “school-like” or “classroom-like.”
These types of programs tend to talk down to, lecture to and control the learner.
Dr. Sivasailam “Thiagi” Thiagarajan, president of Workshops by Thiagi, Inc.,
summarizes his views about what's wrong:

“The whole ISD model is based on the assumption of stupid learners
and superior experts. In my life, most of the ISD packages I've run into

were designed by people who are stupider than me. They re trying to
drag me down to the lowest common denominator.”

Boring. It I-<||I5 me,

i~ &5
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The world of the learner has changed dramatically. As predicted in The Future of
Work and, studied by Thomas Malone (2004), work has changed with the arrival of
productivity software, digitalization of content, and connectedness through
wireless devices or the Internet. To succeed, organizations have to compete
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globally, move fast, and be nimble and flexible. Thus, the learner is in constant
flux. The job changes rapidly, learning time is short and the learner must perform
faster. She multi-tasks, telecommutes and relies on e-mail and teleconferencing to

get more things done.

The demands for Rapid e-Learning reflect the increasing speed businesses need to
get and stay ahead in the marketplace. This is confirmed in the responses to
Question 14 in the e-Learning Guild study, which further shows that respondents
feel that the great driving reason for rapid development is “short time-to-market

requirements due to project cycle time.” (See Figure 5-2, below).

Q14. What is the prinmary reason driving your
organization to rapid development and deployment
of e-Learning courses, projects, and initiatives?
(5elect only one.)

32%  Short time-to-market requirement due to project cycle time

14% Lack of development resources to meet deadlines

11% | Short time-to-market reguirement due to poor planning

11% | Dependencles on factors over which there is little control

5%  Workload increase which is unexpected or cyclical

11% | Other

&% | Does not apply

% | hdo not know
0% |10% 20% 30% - 40%- 50% - 60%- 70%- BO%- 900 100%

The most frequently cited driver for the use of rapid e-Learning
methodology s shorter time-ta-market. The need for development
resources and poor planning on some past projects are also driving
organizations to come up with ways to do rapid e-Learning.
Apparently the hope and the promise here is to circumvent some
of the barriers that have slowed down the development of
e-Learning in the past, We were expecting poor planning and
project management to be mare of a factor, but it seems that
thiis is not really much of an ssue in most respondents’ organizations,

0 Figure 5-2: Responses to Question 14

While we increase the speed for e-Learning development, we must address the

learners’ or users’ needs to ensure we deliver a quality program.
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To perform more efficiently in their jobs, e-learners are learning differently. The
dynamic nature of the Internet, coupled with the fast pace of the workplace, have

given birth to new learner behaviors. Today’s e-learners:

. Need to access information quickly for immediate answers

. Want to apply solutions instantly

. Learn independently any time, anywhere they can

. Do not expect to retain or memorize information

. Jump around the material; no logic and sequence are necessary

. Use what they need at the moment

. Want quick entries and exits and to be able to pick up from
where they have left off

I call these e-Learning Behaviors, and they are not compatible with traditional
models of instructional design. (I coined the term “e-Learning Behaviors” to
identify prevailing behaviors of learners while using the Internet and related
technologies.) e-Learning Behaviors characterize people who are in 3-Minute
e-Learning experiences. e-Learning Behaviors are the basis for the Organic
e-Learning Design Principle: learners seek out “application points” or perfor-

mance ideas.

We hamper our drive for rapid design and content development by not
addressing this problem.

We need a new way of thinking, a new e-Learning Architecture so we can
respond to the e-learners’ needs while we increase the speed of the development
process. When we establish the architecture, we will also discover ways to

increase the speed and cut the costs of development.

This new way of thinking is what I call “Organic e-Learning.” This is a process of
designing e-Learning content that enables the learners to meet their personal
needs. These needs are:

. The need to be in control of their learning

. The need to pursue what engages them at the moment

. The need to explore and discover

. The need to make learning a daily, personal, breathing and

living experience
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More About e-Learning Architecture

Aswe said, an e-Learning Architecture (e-LA) is a learning framework that meets
the needs of e-learners and the demands of the business or organization.

The traditional Instructional Systems Design (ISD) is a learning framework that
began as a response to the need to train massive numbers of people in the
military. Over decades it became, and is today, the norm and standard for tradi-
tional training, conducted in classrooms, on the job, in seminars, and in lectures.

ISD has philosophies, methodologies and processes.

Employing the ISD model in e-Learning and its development is not workable.
ISD’s linear, classroom-like, trainer-centered methods and production processes
are not compatible with the inherent nature of e-Learning. e-Learning
encourages high speed and a free flowing exchange of knowledge and informa-
tion. It is unstructured and self-propelled - all of which are norms in the digital

economy.

Organizational needs and differences in learners and their learning conditions
make it impossible to develop a standard mold. However, whatever our
e-Learning Architecture might be, it should meet these new learning realities:

* e-Learners have different needs due to the rapid demands of busi-

ness conditions.

* e-Learners’ expectations are fueled by the capabilities of information
and communication technologies - in which speed, access, freedom

and problem solving are the mode for doing things.

What is a good e-LA?

A well-defined e-LA helps dramatically in cutting costs and increasing the speed
of development while it sustains quality results.

A building or a rocket has its own architecture to function properly. What is
your e-LA?

There is no single,
correct one-size-
fits-all
e-Learning
Architecture.
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The characteristics of a good e-LA

To summarize, a good e-LA:

* Focuses on meeting the organization’s performance needs

* Identifies the quality outcomes suitable to e-learners

A building has an architecture

What is your e-Learning Architecture?

ﬁ A rocket has an architecture

What is your e-Learning Architecture?
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Has components and purposes that are specific.

Is easy to replicate and transfer from one person to another
Is documented, shared and distributed

Has software selected to fit a specific function

Is easy to tweak and /or improve

Is easy to determine and manage the costs

Aids meeting timelines

Has skill set requirements that are easy to determine and assess
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Approaches to
e-Learning Architecture

There are essentially five general approaches to e-Learning Architecture (e-LA) that
provide the foundations for many e-Learning programs. However, the effectiveness
of each approach varies greatly. Let us examine our e-LA or lack of it, to see which
model is closest to what we have:

* Basic Architecture: Talking head, book page-turning, lectures, e-Learning
PowerPoints programs are only

as good as the
* Simulation, discovery, cases, scenario-based quality of think-

i ) . ing, planning and
e Virtual classroom, e.g. WebEx, Live Meeting, Breeze . )
design of effective

*  Online-help and references eLA

e Performance Support Systems/Knowledge Management

Our task is to review the different approaches to determine how well they meet the
characteristics of a good e-Learning Architecture.

How the different architectures relate
The chart on the next page illustrates some possible relationships of the different
approaches. Our entry point or approach may vary depending on our needs.

However, it is best that we construct an e-LA that matches our learners’ needs and
business requirements.
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e-Learning Architecture: Different Approaches

@ Simulation, cases, discovery,

_ Media scenario-based
@ Basic ﬁ &
Archi SR rr ’g(i% 'FERLLRE
11 ‘r‘f " Experience
Learning by doi
PR RRR R R R R Sl ALY L ning by doing
Main pages, html, image, PPT ~ * ® ¢ _ ———
" ‘oo & -4

f (3) 4444444
Virtual classroom:

WebEx, LiveMeeting, Breeze

@ Online help Journal File ‘e . Celebrity, lecture, meeting
references ll.
-

14
-

Performance
Support,
.0 Link FEREPERERRR Knowledge
F Starting point Management Just-in-time On-demand

applications Rate Send URL

Wignettes far Training, Ine. 2006 gsocial networking: blops, WIK|s

0 Figure 7-1: e-Learning Architecture: different approaches

Understanding the various e-LAs may help us choose an approach that best meets
our rapid development and quality needs. Before looking at the basic e-LA, let us
briefly consider the “default” approaches chosen by developers who have not

understood the concept of effective e-LA.
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Defaults that don’t work: Talking heads, page turners, lectures, and PowerPoints

The “talking head” approach is a universal method in which one records a
lecture or a presentation (usually as video) for delivery to learners. One often
sees this in e-Learning programs because it is an easy transition from traditional
training techniques to an e-Learning format. On the other hand, training manu-
als or PowerPoint files are often simply converted into e-Learning page-turners
and slide shows. Unfortunately, there is no critical thinking applied to reorganiz-
ing, prioritizing or categorizing content to support the e-Learning Behaviors
previously discussed.

oo

=12
Oh my gosh! Too many pages.

These methods are expedient, and there is plenty of software that converts them for
online delivery as “e-Learning” (e.g. Breeze, Viewlet, Outstart, etc.).

However, software may be effective or ineffective depending on the quality of the
learning design. Unfortunately, much software merely converts training manuals
and PowerPoints so they are viewable online. Many e-Learning programs are
driven by the design of the software, not by needs of the e-learners.
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Basic e-Learning Architecture -
Organic, Lightweight and Effective

The Basic e-LA is the core and fundamental design of most e-Learning programs.
It is easy to identify the basic design. We readily recognize them as page turners,
slideshows, or talking heads. It is my estimate that roughly 95% of e-Learning
programs currently published are basic designs. It is the most affordable, fastest

and easiest way to publish e-Learning programs.
What is the significance of defining and establishing a clear Basic e-LA?

The goal of the basic 3-Minute Rapid e-Learning is to help learners to learn and
apply knowledge to tasks to bring about results quickly. In other words, we want
our target learners to learn in three minutes and perform on the job effectively. As
we keep this in mind, we must take note of the reality that most of the significant
stumbling blocks as well as greatest opportunities to Rapid e-Learning are found
in the basic design. This is where learners spend most of their time. This is where
the volume of development work is done. Furthermore, an effective Basic e-LA
lays down the foundation of advanced architectures. Moreover, I suggest that
poor implementation of a Basic e-LA leads to failed application of advanced

architecture. In essence, we cannot build good programs on weak foundations.

Sometimes we think that it is easy to dismiss the basic design because it is, after
all, composed of just pages, text and a few images. But this is worth pondering:
why has Google been very successful even when it only presents text links? What
makes text links appealing? When you do a search in Google, you initially get
hundreds or thousands of links. Why do users accept, tolerate, or find valuable

use for the links and text information?

What are root causes of ineffective basic designs?

Many of the problems that plague basic designs can be traced to the inability of
developers and trainers to change their paradigms and mindsets from using
traditional assumptions to address e-Learning demands.
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To make basic
design more
appealing,
engaging and
entertaining,
there is a need to
rethink how to
organize,
prioritize and
present the
content to the
learners.
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Boring page-turners into “kinda” entertaining and
engaging lessons

Traditional training is about pushing and engaging the learner in order
to motivate learning. The approach presupposes that to be effective the
method has to be multimedia and interactive. Multimedia and
interactivity have been thought of as key methods to increase attention
and retention. However, in Chapter 4, we have learned that retaining
knowledge is not a preferred e-Learning Behavior. And we have heard
complaints that learners are not really patient with multimedia and
interactivity when delivered online. Rather we have observed preferences
for being able to have instant access to knowledge, quick entries and exits,
and having the opportunity to quickly apply skills and knowledge to

problem solving and performance issues.

Most organizations cannot afford to invest in multimedia and interactive
designs, so they rely on the basic design as a main vehicle of their
e-Learning programs. This brings us back to square one: without new
thinking and improvements, the basic design becomes flat, boring, and

uninteresting.

Instead of rethinking or redefining our expectations and approaches on
how simple pages can serve the purpose of e-learners, we abandon this
goal and push the use of multimedia slideshows and interactive
exercises. We end up extending the basic pages and delivering them in
slideshows and in narrated and animated interactivities without any
change of approach. Of course, we know that when we simply repurpose
the pages into a different media, the outcome is “kinda” entertaining and
engaging, but sadly, still mostly half-baked. It is no wonder that most
e-Learning developments are slow and costly, with little impact on
performance.

To make basic design more appealing, engaging and entertaining, there is a need
to rethink how to organize, prioritize and present the content to the learners.
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“Falling in love” with authoring software without critical
thinking

One of the biggest temptations in e-Learning development is embracing
authoring software without first going through an instructional design of
the content. For many of us who have taken this route, we discover
quickly that the software is only as good as the amount of creative

thinking and instructional thought applied to the lessons.
For many of us

. . . . .. . who have taken
Basic pages have great value in e-Learning delivery. However, it is easier ]
this route, we

and more convenient to jump and start pounding the keyboard or ) )
discover quickly
that the software

is only as good as

downloading a software package to migrate or repurpose the pages into
an e-Learning format. A good example is the knee-jerk reaction of simply

using PowerPoint presentations as e-Learning lessons without doing
. . . . . . the amount of
anything different with the PowerPoint presentations. Katherine Horton ) o
. L . . . creative thinking
delivered a presentation in www.eLearningGuild.com online workshops instructions]
. " . . o . . and instructiona
entitled “PowerPoint: The Basis for Everything!” In this session she thoueht avplicd
. . . . . . ought applie
provided ideas on how to design Power Points for e-Learning delivery. It gt app
. . . to the lessons.
is worth checking out her presentation.

Beyond PowerPoint, we encounter the same problems in using authoring
tools, such as Lectora, Viewlet, Captivate and Flash, and many others. We
are told by vendors that we can develop our lessons over the weekend. In
most cases this is true. But what they fail to inform us is that this is a

technical action and not an instructional design or creative action.

There is a need to clearly understand that, before applying a software
solution, there are three outcomes that need to occur:

a. Aninstructional thought process;

b. A documentation on how to communicate the instructional
thought;

c. A plan with costing and timelines based on the instructional
thought.

It is only with the above information that everyone has a clear idea about

what and how to transform the content for e-Learning.

The purpose of Appendix B is to provide a step-by-step guide for arriving
at these three outcomes.
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3. Mechanical and technical content devoid of life

Another significant root cause of the flaws in basic design, also in most
interactive design, is the dependence on technical and factual content as

the basis for the e-Learning lessons.

Training content is usually written by SMEs (Subject Matter Experts) who
are technicians, engineers or experts on a subject. They are not trainers,
instructional designers or developers. We need SMEs in the e-Learning
process. However, the tendency to rely wholly on input of the SMEs leads

to ineffective e-Learning programs.

Learners learn best when they learn with emotional or contextual content
side by side with the technical content. Emotional content is Organics
consisting of stories, anecdotes, examples, illustrations, cases, stories and
other related methods. Organic content provides the context and adds the
meaning to the technical content. For example, a learner learns easily the
function of software if the function is related to a real-life situation, case
or application. I coined the term “e-Learning Organics®” to signify
applying Organics in e-Learning design as opposed to using mechanics

or mechanical content.

In classroom training, organic content is usually presented by the trainer.
A good trainer uses real-life experiences to make the technical content
more meaningful and, therefore, useful to the learners. Unfortunately, in
the process of converting training content to e-Learning, the technical
information is transferred while the organic content is omitted. That is
why most e-Learning programs that only present technical content are
difficult to learn and require so much effort to understand.

Earlier I stated that the same problem occurs in interactive design. If
trainers and developers do not use Organics in basic design, they will
likely not use organics in highly interactive designs like games, exercises,
and simulations. Learning to design e-Learning with the use of Organics
is a must step in basic design and even more so in advanced interactive

designs.

Laying down a good foundation for the Basic e-LA will help cut costs, increase
the speed of production and make 3-Minute e-Learning programs effective. This is

where we gain at least 70% reduction in costs and time.



Basic e-Learning Architecture - Organic, Lightweight and Effective

See more details and the step-by-step implementation of
| “Organic e-Learning Design Process” in Appendix B.

Key Ideas - Basic e-Learning Architecture

We should note that we can transform page-turners and slide shows effectively, in

other words making sure they are organized to support e-Learning Behaviors. The

content must be categorized, organized, written and displayed in order to:

Present must-learn and performance-focused content in main pages or
immediately apparent pages.

Make principles, objectives and key ideas immediately visible where
they “must be seen.”

Make references, guides, tools, and resources secondary links.

Keep the number of pages (“screens”) per lesson short (3 to 5 pages -
never 10, 20 or more pages).

Present a small amount of text per page (50 words).
Use an image to reinforce the message in the content of a page.

End each short lesson of 3 to 5 pages with a short review (not a test for
assessing retention, but a review to help learners apply the ideas).

Eliminate scrolling.

Use Organics -- stories, cases, illustrations, real-life examples, anec-
dotes, and metaphors as a writing approach; avoid lecture or telling
tone.

Limit slide shows to no more than one minute; allow e-learners to

move in and out, forward and backward, and to stop easily.

Maintain a conversational mode while guiding (instructing)
e-learners.

Allow e-learners to move randomly anywhere they want to go, any
time.

Organic
e-Learning design
has its roots in
e-Learning
Behaviors - where
the design
encourages
freedom
of choice.

It promotes
a natural, living
and breathing
learning experi-
ence. Thisis
opposed to the
rigid and
controlled-by-
trainer learning

experience.
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How to Make the Basic Architecture
Work for Rapid Development

”oou

Reducing the amount of content to focus on ”application points”, “must learns”
and performance-result areas will increase the speed of development, reduce the
cost, and meet e-Learners’ needs. “Must learns” are focused on knowledge or

skills that are critical in performing tasks.

The basic
architecture,
i hich i d
Must leams, objectives, ideas, principles which is focuse
L MUST BE SEEM - USE STORIES on performance,
cuts content

presentation
down to 10-20%
- keeping only
what truly
matters.

Figure 9-1: The Basic Architecture is this simple

Here are three very specific benefits of developing using the basic architecture:
Basic architecture is lightweight and focused on content

In most programs we would probably find around 10-20% “must learns” and
“performance outcomes, key principles, objectives and ideas.” The rest would be
references, resources, procedures, policies - which make up 90% of a program.
“Must learns” are part of the content critical to the application to a task or perfor-
mance. Focusing on presenting “must learns” and “principles and key ideas”
allows us to focus time and effort on this 10% of the content, rather than the 90%
that is secondary in value. When it is time to present the bulk of the information, it
is best put into HTMLs, PDFs, Word documents, etc. Of course, we can expect the
subject matter experts (SMEs) will object. For them everything — all content — is

important.
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Basic architecture enables the e-learner

e-Learners can move around, go in and out quickly and randomly, select what
they need and focus on “must learn” content for immediate use. Their ability to
move around randomly becomes possible only because we lay out the content for
them in easy ways, i.e. short lessons, short pages, less reading, use of images to
convey messages, no scrolling, etc. This design cuts down by 75% the burden on
e-Learners of being required to follow a sequence and being forced to turn every

page.

Basic architecture helps in gathering and organizing content from SMEs
more efficiently

The e-Learning Guild “Rapid e-Learning Development Research Report” tells us
that many of the designers who responded to the survey point to working with
SMEs as an area where Rapid e-Learning could provide an innovative solution.
Sixty five percent of the respondents admit that “SMEs give us content in any
manner, and we work with it.” Broken down, 70% of the designers use interviews
and 42% use a standardized template to gather information. (See Figures 9-1 and 9-
2)

Joe Pulichino, the e-Learning Guild’s Director of Research, states:

“Clearly, this is an area where we can have a classic trade-off between speed and
quality. It is possible that some of the greatest innovations in Rapid e-Learning
practice will come in the area of getting content from SMEs faster without
compromising the quality of the content.”
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Q18. Which one of the following statements is most often
true concerning how Subject Matter Experts (SMEs)
in your organization provide content to
instructional designers and developers?

(Select one.)

45%  SMEs glve us content in any manner and we work with it
4% SMES fill out specific design forms which we work with
7% SMEs input eantent directly using development tosls

3% | SMEs do not provide us with content

6% Other

% | Does not apply
ﬂ_ldﬂnﬂtlm

D[ 1007 20 30T A S 6 0 e 90w 00

The majority of respondents indicated they work with the content
I whatever way they racelve it from the SME. Would having
templates that the SME™ populate with content shorten the
development cycle? On the other hand, would it take the SME's
longer to gat the content to the designers if they had to use
templates? Perhaps it is a mixture of bath.

0 Figure 9-1: Responses to Question 18

19, What tools do you employ with Subject Matter
Experts (SMEs) to help you develop e-Learning
content? (Select all that apply.}

Interviews |

47% Standardized Word or Excel templates to gather infarmation

Email questionaires or surveys |

15%  Specific content structured questionalres

17%  Focus groups |

1% Other

74 Does not apply
0% 0%, 20% - 30%. 0% 505 605 TO%, B 90 100%.

An interiew process (70R) i the most common method for engaging
SMEs to help in the content development process. Questionnaires
using standardized templates (42%) & a much less frequently used
method. In some respects this is ene of the more labor intensive
and important areas in the development cycle, because if the
content is flawed the final product is likely to have little value.
Clearly, this is an area where we can have a classic trade-off
between speed and quality, It & possible that some of the greatest
innowations in rapid e-Learning practice will come in the area of
getting content from SMEs faster without compromising the quality
of the content.

0 Figure 9-2: Responses to Question
19
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In many of the projects I have been involved with, working with the SMEs has
often been a major cause for delays, high costs and poor quality. As in traditional
training, we place them on a pedestal —- the “celebrity” and “super-trainer”
lecturer in an expert role. In many situations SMEs are overrated and irrelevant.
They are busy. Their instructional model is most often the lecture. And they insist
on presenting linear information. Their focus is on their expertise rather than the
e-learners’ needs.

In advanced e-Learning models, which are organic and dynamic support sys-
tems, SMEs continue to be important, but their role supports the process rather
than being the center of the universe (which we will discuss in later sections).

Moreover, if we must work effectively with SMEs, we need a sound e-Learning
Architecture; otherwise, we will continue to succumb to the whims, style and
instructional model of our SMEs. They will take the most familiar and habitual
path.

An e-Learning Architecture will provide several benefits when managing SMEs.
Specifically, we (the designers) will be able to:

* Educate SMEs on an e-Learning Architecture based on what works for
our e-learners. (Without an alternative, they lecture us to death.)

*  Assist SMEs to organize, categorize, write and display the content
that meets the standard of our architecture (structuring their contri-

bution so it is easy and time-efficient for them).

Ensure that our content has been tested and is proven and consistent because it
follows our architecture design (to avoid changing our design depending on
what pleases the SMEs).
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How to Transform Our
e-Learning Architecture

The resources that follow can help us transform our e-Learning Architecture (e-LA)
through a specific procedure and process. These guides will allow us to better
manage working with SMEs in order to speed up the process, cut cost, and deliver

quality programs. For more details, please see Appendix B.

There are a total of four guides:

*  Writing modules, lessons, and pages
*  Guide for interviewing SMEs
* How to develop images

e Content developer and writer checklist

Writing modules, lessons, and pages: A guide

Writing lessons and pages requires both a good understanding of the |
content and creative skills in telling stories. It also requires an
instructional knowledge of how to position content based on its

hierarchy of value to the learning process. |

The purpose of writing lessons and pages

Text is the means by which most, if not all, content is delivered for participants

to learn the subject. Writing supports the learning process by communicating;:

* Relevant topics to the audience
*  Specific skill or knowledge to be learned

* Engaging stories, cases, metaphors, illustrations and examples, as well as

other methods
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What makes up the required preparation for writing?
Research and study content thoroughly. Categorize content into four groups:

* Application points, performance outcomes, goals, principles, key ideas
* Processes, tasks, steps, procedures
e Tools, references, forms

* People, relationships, coordination

Identify the must-learn items from the key ideas or content; differentiate them
from “nice to know” or optional content. Organize the content into modules,
lessons, and pages.

Write out a detailed outline of what goes into each lesson and corresponding
pages; reduce the lessons and pages into vignettes or small segments that contain
key ideas and priority knowledge to be imparted.

Prepare the organics: the stories, case studies, metaphors, etc. that go with the
lesson. Create ideas that will be converted into images (see the guide to creating
images in the following sections). Select and arrange the general ideas for the

links, downloads, references, etc.

Note that preparing the above materials, even as an outline or a top-level view,
aids greatly in writing. Without this preparation, writing will take longer and will
be more difficult.

Structure of Modules, Lessons and Pages
Modules consist of lessons, and lessons consist of pages.

A good practice is to make short lessons that allow learners to review smaller
amounts of information. They also require only a few minutes of study. Ideally, a
lesson consists of a small content set that participants can learn in a few minutes.
By a “few minutes” we mean 3 minutes, more or less, depending the participants.
Lessons allow quick entry and exit, or quick access to details provided in links.
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Lessons should have 5 to 7 main pages, and the last main page is a review, a test or
an exercise. If there are more than 7 main pages in a lesson, try to divide the lesson
into smaller ones. Having more than 7 pages means that there are too many details
in the main pages - the details may be more appropriately converted to links.

Limit each main page to 50 words. Main pages contain performance outcomes,

goals, key ideas, principles or must-learn ideas. For example:

e Page 1: Introduction, gain attention

* Page 2: Performance outcomes, goals, key ideas (“application points”)

* Page 3: Key principles

* Page 4: Introduce a detailed idea

e Page 5: Review page
Jump pages are link pages that summarize or introduce links that are external
references or that are large bodies of text or content. The jump page provides

synthesis or key highlights that the reader ought to learn or study in the linked
body of text or details.

Link pages are pages containing detailed information or in-depth lessons on
processes, tasks, steps, procedures, tools, references, forms, people or relationships.
We can use many methods for creating link pages including;:

e Download

e PowerPoint files or slide shows
* MS Word documents

*  MS Excel spreadsheets

*  Video

e Audio

e Interactive Flash

e Games
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e Casestudies

e Charts and forms
e PDF manuals

e Assignments

e OJT

Learners drill down to the content in link pages. Link pages must be easy to
enter, navigate, and exit. Lessons presented in link pages are interactive and

more engaging.

Introduce to learners in the main pages the contents of the jump or link pages.
These introductions must be compelling and benefits-driven to entice and encour-
age participants to click the links.

Each lesson ends with a review page. Review pages have many uses. A review
page is for reflection, checklists and directionals (guides or instructions). A review
page in the middle of a lesson can help participants reflect or interact with the
content, coach or peers. Animportant function of review pages is to provide a
counter-check or feedback to participants on their progress in this lesson and link
pages. Review pages also contain the programming codes needed to enable
tracking. Reviews must redirect participants to content as needed for study.
Differentiate assessment tests from review questions. Do not confuse these two
types of questions. Separate assessment tests by putting them at the end of the

module of program, for example, a test for certification.
Practical tips in assembling the lesson pages and writing
Start by writing detailed outlines for each module, lesson and main page.

Remember: “More organics than mechanics.” Mechanics are factual statements
or descriptions of the content. Mechanics are static. Organics are stories, real life
examples, that add meaning and context to the content. People learn best
through stories and real illustrations. Use organics to introduce content. Write
text and prepare graphics and other elements to highlight the organics.
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Facilitating cues (keeping a conversation) and guides are essential. Use
directionals and interface design to facilitate, guide, coach and prod learners to
study the content. Directionals are statements that tell the learner to do something
or ask a question that requires an answer. “Click the link,” “Study the example,”
“Reflect on this for a moment,” “What would you do?”

Write from a first-person view to make it friendly. Set a conversational tone, not
too formal. State learning objectives and outcomes as benefit statements rather
than the usual “you will learn...” or “the objectives are...” Use active words, vivid
examples and illustrations.

Examples

Please see the writing and assembly pages in as referred to in Appendix B and
provided in the web site www.vignettestraining.com.

Guide for interviewing SMEs

This interview guide follows the Organic e-Learning Design Process that helps
SMEs and instructional designers work together to organize content for 3-Minute
e-Learning and Rapid e-Learning,.

For more details, please the SME Interview Guide in Appendix C.

The focus of 3-Minute Rapid e-Learning is rapid development and delivery, as well

as organization of content that allows learners to control the way they learn. It is
responsive to immediate problem-solving or performance of tasks.
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It is important, before asking the series of interview questions, to discuss with the
SME the need for 3- Minute Rapid e-Learning methodology. Win over the SME on
the benefits of Rapid e-Learning.

Interview questions:
1. Whatis the topic of the content?

2. Describe the scope by breaking down the content into major key groups

— as an outline, a flow chart, or as components or sub-parts.

3. Who are the audience or users of the content? Describe their characteris-
tics.

4. Describe the performance outcomes required from the job or function of
the users or audience.

5. Of all these performance outcomes, which ones have the most immediate
impact on performance, costs, speed, savings and pay-offs? Prioritize
these outcome areas in terms of their impact.

6. What conditions, circumstances, or forces in actual situations make the

top outcome areas more important than the others? For example:

*  Whatisimportant for the business, the organization or the
learner?

e If the nature of the job is such that there is a high turnover, and
you may only have the person on the job for one to four weeks,
what will be the performance outcomes?

* If the function is highly specialized (e.g. that of doctors) what
would be the most important performance areas?

* The conditions and demands of the job for performance dictate
the priority of learning or training. In your case and topic content,
what would be the circumstances and what are the priority
outcomes?
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7. Now that we have identified the most critical or “top of the list” perfor-
mance outcomes and the conditions that required the outcomes, what part
of the content answers these concerns?

* Let'sfollow the 80/20 rule where 20% of the content might make
greater contributions than the other 80%. What are the 20%
critical few content items that match the priority performance

outcomes? (Applications points.)

8. In each of the content items selected, or performance content, categorize
the type of content as:

* Performance outcomes, application points, key ideas, principles
and critical must-learn points - central themes and knowledge
that are key for learners to understand. (Can’t miss these!)

* References, tools and guides - for example, documents, tips, and
information resources.

* Processes, policies, and methods - the ways, steps, and how-to’s
of the tasks.

e Relationships and coordination with people. (These are the key
people with whom to coordinate and relate, or to whom to report

while performing the tasks.)

By now we are analyzing the content as granular pieces in order to
decide what is valuable content and information. Most often, content
will have this distribution:

*  Performance outcomes, key ideas, principles - 10 to 20% of the
content

* References, processes, relationship and coordination - 80%

It is important for the SME to understand that not all content is a “must”
when looking at performance areas. Only a few key content items matter

atany one time, as dictated by the performance outcomes.
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10.

11.

To deliver the content effectively, relate a story, metaphor, real life example,
case or illustration that makes the 20% critical content come alive to the
participants. These are the e-Learning Organics.

Learners will understand the content best if they experience it with a story
or the “organics.”

Ask the SME to dramatize the story.

*  What can go wrong, or what has gone wrong, in failing to apply
the performance areas and content?

*  What will be greatest benefit, or what can really go right?

Obtaining these “organics” helps to make the e-Learning experience more
“human” and “real-life” for the participant.

What exercise, activity, on-the-job assignments, real-life tasks, or software
and tools can we ask the learner to perform or use that will help apply the
critical performance content? We call these the “applications.” (The
applications are important to help us design interactive experiences to
allow better training or immediate application of the performance out-
comes.)

After generating the above information, can we organize it into short,
concise and focused modules, lessons, and pages with a focus on perfor-
mance outcome content and critical must-have content?

Structurally divide the content into modules and lessons based on the
information provided. We now have a meaningful organization of content

that aids in rapid development while keeping high quality and value.
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Some additional guidelines:

e Starte-Learning lessons with organics and relate everything to them.

* Focus on presenting “must learns” that meet performance outcomes.

*  Makereferences, tools and relationship types secondary links or
information that learners may opt to study but which are not
required.

*  Make lessons short, concise, to the point.

* Apply interactivities only with organics; without organics, interactivi-
ties are ineffective.

How to develop images

Selecting and designing images requires a thoughtful process. Images commu-
nicate and reinforce the content to be imparted. Images create a more lasting
impression or a more complete presentation of the content and, thus, contribute

to better learning.

How do we pick the right image?

* Pick the image that shows the concept, fact, and/or emotions of the
content.

* Pick or select the image that tells a story or theme that transfers the

meaning of the content.

What makes a good image?

e Action oriented - shows action, ideas and people
* Appeals to emotions - appeals to the emotional side of participants
* Elicits a reaction - speaks to and gets the attention of participants

* Instant message - shows instantly the idea of the page or the content
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* Familiarity - shows familiar themes and a creative look
* Exaggerated - calls attention quickly; extreme negative or positive

* Aesthetically pleasing - high production values and creative work

added, not just common clip art

* Image with expressions, gestures, emotions (not stale or static

images)

e Culturally or socially acceptable to the participant

Practical tips on production

Producing a good image is a costly and time-consuming process. There are ways
to reduce these factors.

* Combine several images to build one image that communicates the
message.

* Use cartoons or illustrations as images when the idea is difficult to
capture in a photo.

* Sometimes using large text on key points on the graphic does the
job.

* Stay consistent with styles, fonts, colors, characters.

* Reuse images on different pages to reinforce ideas. However, when
reusing, make a change in the image, such as cropping, zooming or
lifting part of the image.

* Treatimages with visual effects, such as backgrounds, shades, filters
and other creative touches in order to add quality.

* Keep images clean and neat, allowing the message to dominate,
rather than the style.

* Ideas come first - the style helps convey the ideas.

I'have placed some examples of the above interactivities online at

www.vignettestraining.com.
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Content developer and writer checklist

It is wise to go through the following checklist and find out how many we can
answer with a resounding “YES!” before finalizing our content for submission and
integration into the Learning Management System (LMS).

Content - Style

O Are the facts on the page presented with a human-interest angle
(organics)?

* Isthereastory, anecdote, illustration or case study
being told in the page?

* Will the story appeal to the target audience?

* Isthe page funtoread, friendly and easily accessible (under-
standable) to learners?

O [s there a smooth transition from one page to the next?
* Isthe page coherent with the overall theme and/ or story?

* Istherealogical flow of topics from page to page?

* Is this page consistent with the previous pages written?

O Are the key words and ideas in bold face?

* Will looking only at the bold words give the learner the gist of
the page?

* Are the bold words really the key ideas of the page?

* Are some ideas in bullet points? (only applies to some
pages)
* Are the ideas presented with bullet points best presented in this

way?

* Are there no more than three pages in a lesson using bullet
points?
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Structure - Technical requirements

)

Is the page written with correct grammar, structure and

spelling?

Does the page follow the correct structure?

Is the correct worksheet format being used?
Does the lesson page have 50 words or fewer?
Does the lesson have six pages or fewer?

Is there a one-page lesson review for this lesson?

Is the page correctly labeled?

Did we avoid putting too much information on one page?

Does the page cover one main idea/key goal/ principle?
Does the page have only one main idea?

For those pages that are better explained with links to
reference materials (only applies to some):

o Have forms, charts, policies and long documents that
need to be used as reference materials been linked to
link pages?

o Are the reference materials in PDF format (ideally)?

o Is the summary/overview of the reference material in
the main lesson page?

o Was a link page used for long references? (By contrast,
a jump page has a summary or instruction to readers
showing what to look for in the main body content they
are linking to.)
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O Are there facilitative cues and/or instructions on the page?

Images

)

Are the instructions informative?

Do the instructions give the learner an idea of the link
contents?

Are the learners provided with learning cues, benefits,
tips or very brief descriptions that describe the links or
buttons before they click any link or button? (For example:
“Click here to see the ten most valuable solutions.”)

Does the image reflect the emotional experience of the page?

Will the image capture the learner’s attention?

Is the image a little exaggerated? (Exaggerated images
gain more attention, which is what we want.)

Is the image humorous, when appropriate?

Is the image provocative or engaging in some way?

Does the image have an appropriate caption? (Key word

captions make it easy for learners to see the key ideas of the
page.)

Is the caption short?
Is the caption catchy?

Is the caption in line with the page content?
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Writing reviews and evaluations

)

Is there a review at the end of each lesson so the participant can

reflect on the key points? Reviews are either check questions,

reflective questions or checklists. It is not necessary to use test

questions all the time.

Is the review page of questions really short, containing only

three to five questions?

Are the questions focused on the key points of the lesson?

The lesson review should complement the type of content

discussed in the lesson.

o

For a lesson involving a process, was the sequence type

review used?

For a lesson discussion on a number of products or

services, was a matching type review used?

For a lesson better understood by anecdotes or stories,

was the essay-type review used?

Was a choice made to present a fill-in-the-blank, single-

choice or multiple-choice type of review instead of true/

false?

The review length (number of questions) depends on the

type of review given.

o

If itis a true/false or multiple-choice test, is there a

minimum of three questions?

If it is a sequence or matching type of review, is there only
one question asked so as not to overwhelm the
participant?

If itis an essay review, are the questions limited to a
maximum of three, especially if the questions require a

long answer?
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* Do the choices in the questions not give away the
answers?

*  Forlessonreviews, is there a reference page that participants

can refer to in case they do not get the correct answer?

* Is there a review at the end of the module to discuss its key

points?

*  Would a module review be more engaging by using of Flash or
other software interactive software?

¢ Does the module review have an evaluation with these

points asked:
o How were the learners’ experiences?
o  What are their suggestions (content and/or technical)?

o Does the program include pre- and post-tests to gauge
the learners” knowledge before and after taking the
program?

o Is the pre-test composed of 10 to 20 questions?

o Isthere a program evaluation, asking for user feedback

of the program as a whole?

Other resources - also in Appendix B and C

O

Web site references.

Please visit the web site www.vignettestraining.com to access

examples and illustrations for each chapter.
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Software and Tools Serve the
Purpose of e-Learning Architecture,
Not the Other Way Around

In the eLearning Guild Study cited earlier, respondents have reported that they see
“Rapid development tools” as one of the characteristics of “Rapid e-Learning
Development.” (See Figure 11-1). The study suggests that although tools are
important, it is also important to shorten the design process.

Q6. When you think of rapid e-Learning, which of the
following do you consider to be its  defining
characteristic? (Select only one.)

34n Rapid development tools

18% Shortened design process

Templates to accelerate design
Accelerated project management
Content rewsability

Shortened programming cycles

more efficient and effective use of SMES

F E R 3 O3 R

Templates to sccelerate programming

75 DOther
0% 10K 205 N0% SO RO O BT S0%, 100

We asked survey respondents to select only one cholce because
wi wanted to see what the single mast common defining
characteristic of rapid e-Learning development was. According to
survey respondents, "Rapid development tools” (34%} tremp
"Shortensd design process™ (18%) by a nearly 2-to-1 margin, It is
intereting Lo see that this charscteristic is most frequently associated
with rapid e-Learning development, especially when compared to
the results of the next question where "Content review and
approval" and “Access to subject matter experts” are cited as the
twao factors that most frequently slow down the development of
e-Learning products. in this case the "More efficient and effective
use of SME's" might have received a lower score because other
cholces were deemed to be more significant and only one cholce
wars permitted for this question, Shotening the design process, the
use of templates and content rewsability are ways to shorten the
development cycle, and when you group all three together they
make up & significant 31%. Therefore, while many respondents
view rapid e-Learmning through the tools that are used, just as many
see the importance of process as a factor in setting the speed of
the development.

0 Figure 11-1: Responses to Question 6
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Having a clearly
defined architec-
ture allows us to
achieve the right
balance between

easy, fast, and
inexpensive
software and
advanced
software.
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Often, the wrong fit between the e-Learning Architecture (e-LA) and the software
features and capabilities causes delays and costs in e-Learning development. A
fuzzy definition of an e-LA usually leads to these problems:

*  Wasting time looking for the right software feature without the
guide of an e-Learning Architecture. This is like trying to find a
needle in a haystack when the e-Learning Architecture could
serve as metal detector.

* Allowing IT or software producers to decide which software

meets our needs without prescribing an e-Learning Architecture.

* Purchasing software that is either too weak to get desired results,
or too powerful so it takes too long to learn to use, or too costly to
purchase.

Having a clearly defined architecture allows us to achieve the right balance
between easy, fast and inexpensive software, and advanced software. It allows us
to select the right people with the appropriate skill sets. We can also maximize the
full capability of the software when we know the end results we wish to derive.

There are many decisions to be made in selecting the right software, but para-
mount is using our e-Learning Architecture to achieve both the quality program
and the right software. The e-LA simplifies our software selection. For Rapid
e-Learning development, we must focus on the quality outcome, use the minimal
capabilities of the software and minimize being distracted by software functions
and capabilities that are not supporting our architecture.

For example, it is acceptable to use PowerPoint or HTML for basic page designs.
However, merely importing classroom presentations into an e-Learning vehicle
without reorganizing the content to meet e-learners’ needs can have a disastrous
effect.

Please see Appendix B for discussions on matching design with software and
tools.



Software and Tools Serve the Purpose of e-Learning Architecture,
Not the Other Way Around

Look for the right fit

o

Checklist for software decisions

O Doesitsupportoure-LA?
O What are the key strengths and weaknesses of the software?
O How easy is it to learn and implement?

O Whatis the learning curve required? Does it match our
available people?

O What part of the architecture does the software support best?

O What type of integration is required with all other software
being used in our project?

O In many instances, an e-Learning program requires more
than one type of software. How effectively are we combining

the software to have a seamless learning experience?

O Based on our long and short term needs and design, how can
we justify and compute the returns for purchasing this
software?

O How flexible is the software? What happens if we need to
convert our content into another format or software? Can we
move our content? Do we have freedom to control our core
assets?
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O Does the software allow us to maintain a consistent, aesthetic
and high-quality style?

O Whatis the genesis or origin of the software? Is it a desktop or
web-enabled tool?

O How responsive and effective is the software support?

O What are the licensing or acquisition costs and ongoing
maintenance costs?

O Isthe software being pushed by someone from our team
because it reflects his or her skill set? Is the IT group pushing

the software with or without our design consideration?

Software “religions”

Avoid the quagmire of software “religions.” Software producers, developers and
vendors have very strong convictions about their software. This is natural, the
same way some people are hooked on the belief that ISD applies very well to
e-Learning.

Understand that these beliefs stem from the nature of their jobs, the technology

standards and processes.



Software and Tools Serve the Purpose of e-Learning Architecture,
Not the Other Way Around .

So, when we are in a situation where we have to confront software decisions, let us
go back to our e-LA as the basis for the decisions (this is important to meet e-
Learner needs) and test the software decisions based on common sense business

standards: costs, savings, efficiencies, reliability, function, and performance.

Let us seek out a software or IT champion that has some “business sense.”

Set the design for
software to follow

Software
developer
producer

le-Learning
designer
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An Interactive Format
Uses Simulation, Discovery,
Cases or a Scenario-Based
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An Interactive Format Uses Simulation, Discovery, Cases or a Scenario-Based Approach

An Interactive Format Uses
Simulation, Discovery, Cases
or a Scenario-Based Approach

Sometimes, learners need to experience and discover answers for themselves. In
these situations, learners will benefit from an interactive method. Usually, these
methods are best for complex learning requirements where the need for
interactivity with the content is high. The interactive method is valuable for
e-learners. However, the production is usually expensive and slow. It does not
have to be. Many interactive designs are bloated with content. So instead of
producing all the content as interactive forms that require scripts and complex
coding, the interactivity should be focused on what matters most.

Interactivity helps learners “experience,” reflect on or review the subject matter or
content. It engages learners, allowing them to explore and discover the answers or
ideas for themselves, rather than merely telling or lecturing to them.

Criteria for selecting interactivity for Rapid e-Learning

Not all subjects qualify for interactive treatment (see Figure 12-1). There are
several criteria for identifying content best addressed in an interactive format.
Some content may require emotional experience and personal reflection or human
interaction; or it may require participants to practice, drill or act on something to
ensure they understand and acquire a skill. This would include skill and
knowledge that are:

* Essential to performance (“application points”) - This content is
necessary to learn in order to perform a task. This content repre-

sents the key essential skills or knowledge required by the learner .

* Difficult to learn - We want to ensure that learners have more
time learning difficult aspects of our content. Some skills or
knowledge deficiencies may cause frequent errors on the job or
lead to more confusion.

* Causes of errors and waste - This is content that is typically a
source for errors or mistakes that lead to high costs and waste.

Online interactivity
enhances learning in
a less risky environ-
ment. It allows
trainees to have
several tries without
the usual time
pressures of on-the-
job training. Online
interactive experi-
ences reduce the time
and costs of
learning, usually
costing less than
face-to-face instruc-
tion does.
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“Hands-on” - This content must be experienced, such as learning
how to calibrate equipment or giving and receiving feedback.

Why is it important to rapid development that we be selective about what content

will become interactivity?

Not all content should be in interactive form. Don’t put into interactive format

content that can be delivered in plain text, images and references. If we can deter-

mine that only 10% of our content really needs to be interactive, we will drastically

reduce the time required for development. Appropriate use of interactivity also

helps learners focus on what is truly important and what matters - which is one of

their needs.

Here are some examples:

In a negotiation program, listening is a difficult skill to acquire.

Develop an interactivity focusing on listening skills.

In teaching the use of a complex business form, create
interactivity about the most complex and misunderstood part of
the form, rather than about all the parts of the form.

In software training, pick the areas that learners must not forget.
Develop interactive exercises around that content. Do not provide
interactivity for showing simple tasks, such as logging in or where
to get support. This content is better explained in a graphic or text.

Avoid using interactivity that is not really needed just to allow
learners to click something, providing activity for its own sake.
Presenting interactivity in slide show formats or linear flow
presentations (simply clicking the “Next” button after reading the
slide) is a waste of time and money. We can present the slide show
in text or in HTML without adding interactive Flash.
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e-Learning Architecture: Different Approaches

When contant

does not require @ Simulation, cases, discovery,
interactivity, scenario-based learning,
place it in Basic e games
Architecture. ; *L:%:, EEREELRER
. .’ N “ <" Experience
@ Basic e 'ﬁ : Learning by doing
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a .
When content -
L A e requires oAl v Select interactivity
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format. " Cause errors, wastes
Must experience

¥ Link
b Starting point

Vignettes for Training, Inc. 2006

0 Figure 12-1: Simulation, cases, discovery, scenario-based approach

Interactive e-Learning designs

This is good advice: Be a collector! Develop and accumulate a variety of interactive
e-Learning designs. After testing designs for effectiveness, as well as for cost of
production and speed of delivery, we can organize them so our team members can
readily access them as templates or models. To make our interactive design
effective, let us skillfully use the discovery process: immerse, touch, feel, handle,
manipulate.
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There are different types of interactivity, but all are primarily self-paced, and

e-Learners interact with the content online. For example:

Knowledge Mapping - Helps learners to understand the content
because information is organized effectively and flows properly.
The result allows learners to retain overall perspective while

learning the content.

Route Interaction or Learning - Consists of exercises that help

learners remember and recall specific information.

Technical Simulation - Enables the learner to virtually touch, feel
and experience the material that needs to be learned. It also helps
to explain complex information.

Conceptual and Judgment - Used for helping learners under-
stand and apply concepts that call for judgment and decision-

making.

Emotional and Behavioral Simulation - Learners confront or
experience the issues from which they need to learn. Simulation
and scenario-based exercises are good examples.

Visit the e-Learning Architect Basic and Advance Flash Galleries to preview

examples of the above interactivities.

Please visit the web site www.vignettestraining.com to view more examples of the

different types of interactivities.
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Virtual Classroom (VC),
e.g. WebEx, LiveMeeting,
Breeze, etc.

Virtual classrooms (VCs), e.g. WebEx, LiveMeeting, Breeze, Elluminate, etc. are
extensions of the classroom or face-to-face setting where featured speakers or
lecturers present their ideas. Another key function of VCs is to be able to share
applications. The trainer or technical support person can see how the trainee is
performing functions on his or her PC. VCs are also good tools for collaboration
support and meetings. Most VCs record the sessions so that participants can
replay them. VCs also provide registration and tracking services.

Where do virtual classrooms fit into an e-Learning Architecture?

Virtual classrooms are good tools for rapid deployment and presentation. All we
need is a presentation (often a PowerPoint file), an account with a provider, and a
scheduled session time and - Voila! - we have a training session. This is the VC’s
greatest asset - simple and immediate availability. However, just using VCs to
support our e-Learning program does not meet most of the e-learners’ needs.
Usually, the presentation is a lecture. Even worse, it’s a lecture where the lecturer
does not know if the audience is paying attention!

VCs work superbly, according to Bersin & Associates, if the lecturer is a celebrity

or a folk hero that the audience loves or follows. The value for the learner, in this
case, is to be inspired by a charismatic presenter. This is well and good, and
probably the best use of VCs.

N\« /—Nirtual

3 p <Classrooms
7 «:? u —

7 /o i

The Eeleﬁrit}r Factor
or application sharing

To help partici-
pants apply ideas
from VC
presentations,
provide links to a
basic e-Learning
Architecture
and recorded
lessons.
Allow partici-
pants
more time to
interact with the
content.
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Criteria for deploying virtual classrooms

Virtual classrooms as stand-alone e-Learning programs usually will not accom-
plish all of the results we want with our learners. However, the VC’s biggest
values is in one-to-group meetings, small group meetings, collaboration and
application sharing. We should maximize VCs for the right reasons and avoid
making them our only e-Learning program.

Since VCs are synchronous sessions (participants have to be on the same
schedule), we use them to provide quick response to learner needs or to provide
high-value interaction or presentations. Both cases assume that only the expert can
provide the information. The event can then be presented as a session with the
experts or a leader. It is best to avoid using VCs for basic presentations, such as
lectures. Learners can be easily e-mailed or provided a link to the basic informa-
tion.

Provide basic knowledge either by using the reference online learning approach
discussed below, or by using a basic structure e-Learning design. This allows
learners to review basic information prior to the scheduled VC session.

When providing the handouts and references, make them searchable text. This
allows learners the ability to review the link and search for the right information
faster.

To help participants apply ideas from the VC presentations, provide links to a
basic e-Learning Architecture. Allow them more time to interact with the content.
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e-Learning Architecture: Different Approaches

VCs have very specific
value for "celebrity”,
expert type, hard to
get or find person to
feature. Limit VCs to

these uses.
@ s -
- soonario-based
Bas
l:.!'::?chh;n T Ll ﬁ% FEREFEEE
< [S——
g el - Learming b dodng
LR A N N R I SR S 2 -

Phaia pages, barr, image. PPT "l..-.
" * s
.

L ]
Senrch. e LIRL S

-
w -
() Online haip fral S Bl s
P Ol ..-

hﬂnrnmu'é
Suppo
- FEEEEEEE PPare

K. reywiodgo
B Srartiag poing H!"wt - i vimes, Coairibane,

appiicariont, Baak, Seed LIEL

Twigeiflesk Mo Traksdra, D, 2005

You can launch W Cs as
e-learning, be aware of the
™ limits and strengths.

y (3) 4444444

Virtual classroom:
WebEx, LiveMeeting, Breeze

Celebrity, lecture, meeting

When usingVCs ideally
connect them to:

Online Help & References
Basic Architecture
Simulation, cases, discovery
Performance Support and
Knowledge Management

0 Figure 13-1: Virtual Classrooms
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Online Reference Help and Guide

Online Reference Help and Guide

An online reference help and guide (more often called an online tutorial) is prob-

ably the most commonly used for delivery of e-Learning programs. This is the

earliest generation model and continues to find its place in e-Learning programs

and on the Internet (see Figure 14-1). Reference tools are knowledge repositories

about a particular content subject.

e-Learning Architecture: Different Approaches
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0 Figure 14-1: Online Help and References
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look down on text as
away to present
information and
knowledge. Interest-
ingly, why do many
of us love Google?
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A good reference tool:

Allows learners to search the content.

Provides large amounts of knowledge and data.

Allows e-learners the capability of finding content as needed, pretty much
unconstrained. They have the freedom to randomly find what they are

looking for.
Transfers knowledge and data quickly to dispersed learners or users.

Allows easy, quick and inexpensive production and update.

Quick access
is what | need.

Implementing reference tools

Successful implementations of reference tools for rapid development makes use of

successful Web publishing practices.

Content and data must be published in formats that are easily searchable. This

means appropriate use of HTML and XML. At the same time, there may notbe a

need to go through a massive writing exercise. We can leverage existing customer

guides, help tips, product knowledge, marketing communications, and other

information already written or prepared by writers, engineers and subject matter

experts.



Online Reference Help and Guide

Add a way for learners to:

Search the content

Bookmark or save the pages in their favorites or commonly used
list

Forward the link page to another person

Categorize the content based on importance or according to
date.

These functions may require some programming. In addition, develop an

intuitive navigation system to make it easy for learners to identify and access the

knowledge. Design each specific page so links can be made to a lesson, program or

other e-Learning element for easy reference.

Publish using a Content Management System (CMS) so non-technical people can
construct, add, edit and update HTML pages by using WYSIWYG functions.

SMEs can publish content directly to the reference material, since it is easy to use.

You may also use basic publishing applications such as MS FrontPage,

Macromedia Dreamweaver or Contribute.

Check out the example of a basic reference and online help:

www.vignettestraining.com.
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[

Performance Support Systems
and Knowledge Management

Support systems used in e-Learning include performance support systems (PSS)
and knowledge management systems (KM), which are usually deployed in
conjunction with integrated and systems-wide implementations of large software
applications and processes (see Figure 15-1).

e-Learning Architecture: Different Approaches
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0 Figure 15-1: Performance Support and Knowledge Management Systems
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Salient features of performance support and knowledge management
systems

Both PSS and KM are closely related to traditional training and reference systems,
and for this reason they provide important architectural support to e-Learning.
Among their most important features are these:

— o * KM systems enable both learners and subject matter experts
(SMEs) to contribute content. This facilitates content building and

Depending on updating; and provides for more timely and relevant content, such
your goals and as best practices and success experiences (tacit knowledge).
which areas of
the PSS/KM * PSSusually deliver “lesson-type” training and more in-depth
implementation programs are available to learners who want them.
phases you are
in, PSS/KMs * PSSdeliverjust-in-time or just-in-need training. Links to small
can serve well topics can be added to specific performance areas.
for Rapid ) )
) * KM allows for advanced searches - an important feature since
e-Learning.

learners may have to look for information in massive databases.

* KM systems often enable learners, SMEs, coaches, and managers
to send out URL links by e-mail, making it simple to share infor-
mation.

*  Both KM and PSS may allow for discussions with co-learners,
mentors and coaches for exchanging messages and e-mail alerts,
and for journaling or note taking.

* KM systems frequently allow ranking of content. This lets the
system present pages and subjects according to relevance.

* KM provides for easy collaboration and sharing, making a good
resource for work teams.

* KMis scalable and can integrate with enterprise resource plan-
ning (ERP) systems and customer relationship management
(CRM) production and marketing systems.
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* PSSis popular for product roll-outs, system-wide software
implementations such as SAP, Oracle, etc., and for business
processes, sales support and customer support.

| have the
knowledge
instantly.

Key weaknesses of most PSS/KMs in rapid development

Notwithstanding their outstanding features, designers must remember that PSS
and KM systems have important limitations:

e PSS/KMs lack the LMS features for tracking, certification, curricu-
lum structure, assessments, etc., and may not support transfer of

this information.

* Although you can purchase them in smaller versions or by
modules, many PSS/KMs require high upfront cash outlays.

* Toimplement PSS/KMs requires key changes in some business
processes, as well as in the attitudes and culture of top manage-
ment and staff. It usually takes longer to implement these systems.

e PSS/KMs may not be a rapid development solution if we are in
the initial phase and just setting up the software. PSS/ KMs
require integrated systems. Depending on our goals and which
areas of the implementation phases we are in, they can serve well
for rapid development. If our PSS/KM is in place, we may use it
rapidly.
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Using PSS and KM systems for Rapid e-Learning development

PSS/ KMs provide performance support. Unlike most e-Learning programs that are
designed for lesson and classroom-like learning (focusing on retention rather than
application), PSS/KMs enable users and learners to access knowledge quickly. The

quicker they can access knowledge or information, the more likely they will use it.

To increase the quality experience of our e-Learning programs, we must

incorporate:

*  Quick access to content

* Sending out e-mails with URLs and links

* Lesson pages or content pages linked for specific subjects
e Powerful search options

* Ranking the relevance of pages

To increase speed of development, we must incorporate:

e Content submission from SMEs, learners, coaches (CMS or use of
Contribute)

* Support for uploading large amounts of content as references
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Learning Management Systems (LMS)
and Learning Content Management
Systems (LCMS)

Learning Management Systems (LMSs) primarily provide registration, database
storage of activities, tracking and reporting via databases. They are largely used for
tracking. They do not provide an e-Learning Architecture, even though many
vendors claim that an LMS is an architecture. Yes, it is, from a software point of

view, but not from a learning point of view.

The “C” in LCMS means that the LMS has the capability to optimize content by
easy reuse and easy reproduction and management. The content management goal
is to cut the development time and decrease costs since much of the content can be
reused or reconstructed from existing databases of programs, graphics, audio and
video files, references, etc. In other words, the "C" -- when managed well -- is
capable of making the e-Learning cycle more rapid : minimum 3-minutes to ingest
lesson, impetus to apply the snippet of knowledge and skill just learned, and get

the targeted performance result!

Traditional LMSs focus on data processing and are weak in supporting
e-Learner needs

Typically, an LMS does not provide an e-Learning Architecture. This is unfortu-
nate since an LMS has great potential not only to provide tracking but also to help
in promoting a better way to learn for e-learners. Most LMSs are codified practices
and migration of the old classroom-like tracking of attendees.

LMSs tend to focus on registration, monitoring attendance, testing, certification
and training reporting for completion of classes. They provide little impact on
actually meeting e-learners’ needs. Largely, LMSs are administrative tools, not

learning tools.

LMSs are largely
administrative
tools. We need to
be creative and
demand more from
our vendors to
provide those
LMS features and
functions that
facilitate or
improve
learning.
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LMSs are for tracking, not for content development - they cause
integration delays

LMSs are strong in tracking and participant management functions, but very
weak in helping developers construct e-Learning lessons and programs. Much of
the content is developed using authoring software external to LMSs. The content
developer and the IT person must integrate the content into the LMS. This integra-

tion process is a cause for delays in implementing e-Learning programs.

The integration of LMSs and content programs is usually the most treacherous
part of e-Learning development. It takes too much time.

LMSs purchased, acquired, and maintained by IT or MIS are prone to
delays caused by “silos” or “interdepartmental politics”

In many instances, IT acquires the LMS without the input or influence of
e-Learning or training professionals. Therefore, the choice meets the IT standards,
but not the rapid development requirements of training departments. Aneven
more difficult situation occurs when the e-Learning implementation and adminis-
tration functions are so segregated that it takes weeks to pass jobs back and forth
between IT and the training department.

What could take 30 minutes to implement will often require two or more weeks to
complete!
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Rapid Development Considerations for Learning Management Systems (LMS)
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0 Figure 16-1: Learning Management Systems

LMSs have a strategic procurement life-cycle; once acquired, they can
stay with us for 10 years or more

Acquiring an LMS is a major capital outlay. So, when it is acquired, the LMS may
have to stay with our organization for quite a few years. Itis difficult to replace an
LMS due to the investment in time and hours, process of integration and costs.
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How can we work around or maximize our LMS for Rapid e-Learning?

We could negotiate or plan with IT to work around or share responsibility for the
LMS, which enables us to have full access to functions of the LMS (see Figure 16-1).

We could seek authorization and control to:

* Manage registration.

* Havea test server or test site so we can publish and test our
content quickly.

* Suspend, delete and publish programs.
* Send out notices or communicate with our participants.
* Generatereports.

* Manage and change participant information for technical or user
support.

The more we manage and have access to the LMS, the more readily we can deploy
programs using our LMS. If our rapid development project is required in a few
days or few weeks, and IT has constraints or is unwilling to share responsibilities
over the management of the LMS, we should agree in advance with IT about hiring
a third party LMS provider to host our programs for the purposes of rapid deploy-
ment. Then, ata given time, we may move or migrate these programs or link the
data of participant activities to our internal LMS. On the other hand, we may opt
to link these programs to our LMS later on. It would help for IT to approve this
vendor or provider and to conduct a study of the third party capabilities and
compatibilities with our LMS.

This approach is happening in many situations. For example, we may want to
deploy our programs by using WebEx or LiveMeeting since our need is urgent. We
may then link the program with our LMS for tracking purposes. We may also hire
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services like Brainshark for displaying our PowerPoint presentations, and then

link these to our programs in the LMS later.

In selecting an LMS, we should find one that has more integrative functions
between the content development and tracking - a Rapid Assembly LMS. For
example, there are LMSs that allow you develop content in the LMS. In a matter of
hours you can complete and delivery your Rapid e-Learning program.

Getinvolved in the requirements gathering and purchase of an LMS. Be involved
in the strategic decision-making and make sure the LMS can support future Rapid
e-Learning development efforts. Select an LMS that provides more functions to

support the quality of the programs.

When all else fails, and the LMS, the IT department, or the staff says, “We can’t
publish tomorrow or next day or next week,” be a “guerilla e-trainer.” If you must,
publish the content in a Web site or Intranet, by-passing an LMS.

In some companies, divisions or departments that require rapid delivery of
e-Learning programs will negotiate and get an agreement with IT that they retain a
hosted or for-lease LMS aside from the corporate LMS. The hosted LMS is dedi-

cated for rapid deployment of e-Learning programs.

Learning Management System

o

Integrated Seamless
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Rapid e-Learning: Software Reusability and
Rapid Production Process

So far I have presented here different approaches to e-Learning architectures. My
main purpose has been to provide a foundation for making informed and better
decisions based on design, processes, software and implementation. The lack of a
well-defined e-Learning Architecture is the major cause of slow implementation,
high costs and ineffective programs. On the other hand, a well thought-out e-

Learning Architecture leads to an efficient way of coordinating SMEs, software
producers and developers, graphic artists, writers and managers. It is also a way to Reusability is a
persuade our senior management to take a new look at our 3-Minute e-Learning business goal.
programs. Oftentimes, develop-
ers are not aware of
In the succeeding parts, I will focus on two points: first, I'll describe how to this need until
lth?rage authoring software and delivery épplications for high reusability and project managers or
rapid development. I'll conclude by explaining how to hasten the development business managers
process of production through collaboration. add this as a
requirement.
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Asareview, Figure 17-1 below shows the different components or methods of an
e-Learning Architecture.

e-Learning Architecture: Different Approaches

@ Simulation, cases, discovery,
scenario-based

i Media
@ Basic ﬁ
Architecture |y oo, a3 &%}b FERELRE
=] fi. " Experience
. Learni doi
PR R RR IR Lett g Oy cong
Main pages, html, image, PPT  * %4 — -
. . L
. e @" (3) 4444441
- ‘.
- o Virtual classroom:
. WebEx, LiveMeeting, Breeze
Search URL _ _
@Dnline help Journal File .. Celebrity, lacture, meeting
references '..
Performance
Support,
* % Link daddadds Knowledge
b Starting point Management Just-in-time On-demand
applications Rate Send LIRL
Wianettes for Training, Inc. 2006 social netwarking: blogs, WIKL

0 Figure 17-1: An e-Learning Architecture is made up
of a variety of components or methods.

There are too many software applications supporting these components that to
mention or illustrate all of them here. However, here is a summary and some
examples of the software that supports each method within the

e-Learning Architecture:
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Basic architecture. Usually these are applications intended for basic content
presentation. Some examples are PowerPoint, HTML editors such as
Dreamweaver & FrontPage, Adobe PDF, Word documents, Excel files, Photoshop
and Fireworks for graphics, Real Media and MS Media Player for audio, and
MPEG or QuickTime for video. Authoring software like Lectora and OutStart may

also be classified in this category.

Simulation, cases, discovery, scenario-based. Interactive design tools for simula-

tion are Flash, Captivate, SimWriter.

Virtual classroom. Hosted tools include WebEx, LiveMeeting, Elluminate, and
Breeze.

Online help references. These would include CMS (content management system),
WIKI modules, and applications that support “frequently asked questions”
(FAQs).

Performance support, knowledge management. Systems applications that can be
used are XML, HTML, CMS, LMS, KM and server-driven applications.

Each method shown in Figurel7-1 uses one or a combination of these applications.
Some software have universal use. For example, HTML editors and graphics tools
are used in all of the methods. Other software are specific to a method, for ex-

ample, WebEx or Breeze for virtual classroom.
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A Game Plan for Selection
of Rapid Development Software

The cornerstones of Rapid e-Learning, including 3-Minute e-Learning, design and

development are: e-Learning Architecture (e-LA), content design, software utiliza-

tion, and the development process.

We need to have a software game plan or utilization plan that meets our
rapid, even 3-minute, development objectives.

A&

The game plan must support our e-LA and content design and it should
achieve our goals in e-Learning design and development.

As we develop this software game plan for rapid development, we will need to

address the following issues:

Business needs: Will the software solutions meet the
organization’s needs rapidly, with some balance for mid-term
and long term concerns? We don’t want to implement rapid
solutions only to find that we incur huge costs in the long run.

Quality: Regardless of the urgency, will we meet e-Learner
needs? Although this outcome is often taken for granted in rapid
development, producers must verify that Rapid e-Learning will
support 3-Minute e-Learning, rapid application and learning,.

Content design: Will the authoring and delivery software allow
the design to persist in the final product? It is common to see
creative learning designs that are cut short or not supported by
the software. In essence, does the software compromise the
quality?

Integration: Will we have the fastest, simplest, most wholly-
integrated software that requires the least time to develop using
less-complex and easy-to-learn solutions?

SME time: Will the authoring software cut the time required of
subject matter experts (SMEs)? Will it facilitate SME submission,

sharing and approval of content?
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Reusability is a
management issue
more than a
software develop-
ment requirement.
We could say that
it is a manage-
ment concept
applied to
software

development.
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* Software dependencies: Will the use of the software make us
heavily dependent on IT talent, expertise and related services? We
should find ways to control the processes, and share and collabo-

rate with IT in the implementation of the solutions.

» Affordable and overall high payback: Will the software realize
the highest payback of investment in actual dollars and time? Is
the cost within our budget?

*  Culture and politics: Will the software solution appeal to
divergent interests? Will it help to overcome political differences
or conflicting objectives that may torpedo our Rapid e-Learning

initiative?

e IT supported platforms: Will our solutions be accepted by IT?
Will they be within the boundaries of IT policy or “tolerances”?
The IT department may allow some software that they do not
wholly support, but an alternate support plan has to be in place.

Reusability: Project management decisions

Reusability is a management issue more than a software development require-
ment. We could say that it is a management concept applied to software devel-
opment. One way to leverage software in e-Learning is to add management
direction. In addition, some minimum understanding by trainers and develop-
ers will aid them in influencing the use of software in e-Learning. Let’s look at

the basic assumptions.

There are essentially three concerns in software selection: (a) the software built-in
functions, which do most of the generic processing, (b) customizing the software
output in order to produce specific outcomes, and (c) reusing the customized

software output as a tool or utility.

Flash, Authorware and Qarbon Viewlet are examples of software with functions
that let us create slide shows for a particular e-Learning project (customizing).
With each of these applications, we can also create a template that allows us to

reuse the slide show later in other projects. In other words, we can create our own
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reusable tools (the templates) with these applications and with many other similar

ones.

Most developers will apply the built-in software functions in order to execute
individual e-Learning tasks - for example, tracking the learner’s response to a
multiple-choice question. However, customization requires more planning and

creative thinking and is often a more challenging task.

Customization is how we get tailored, customized and specific desired results. Yet
most developers, as users of software, do not find it simple to customize the
software output to meet the outcome. Furthermore, thinking of reusability is the
least of their concerns. This is where we need a good project manager or an
e-Learning champion in order to add the “business sense” or “management sense”
to the process. Rapid e-Learning development is mainly a business consideration
in software selection. The decision to build, use and reuse templates, tools and
utilities is made by the e-Learning project manager, champion or leader.

Reusability is a business decision more than an IT or design decision.

As an example of another challenge in software selection, when we purchase a
Learning Management System (LMS), programmers or specialists in our IT depart-
ment will make it work using the built-in and standard key functions and features.
However, they usually stop there. If we present them with a unique challenge,
where the solution is not apparent, we might encounter resistance. Usually
trainers and non-techies, unfamiliar with technology, will readily accept the
reasons provided at face value. These reasons may sound like “these are systems
limitations of the software”, “it’s costly to configure,” or “it will take time to
customize the functions.” More often than not, there are work-arounds or simple
adjustments or minor customizations that could achieve our goal. In fairness to
the IT professionals, project managers often do not provide them enough time to
create new ways to apply the software. The IT department is always loaded with
tons of work.

This issue is a key problem in using software for e-Learning: the lack of creative
use of the software to produce even higher-quality results.

Reusability involves the following concepts and benefits:

e Reduced time and costs
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*  Maximum utilization

*  Mass production

e Simplification

* Standardization

*  Quality control

* Rapid replication

* Shorter learning curve

e Ease of use

Depending on our focus and needs in rapid e-Learning development, we may
build on one or more of these benefits. In the illustration below, I will show how
we can realize benefits by applying the reusability concept when developing
simple interactive designs or exercises.

Rapid development techniques for software reuse

Toillustrate development for reuse, let’s look at authoring a reusable interactive
exercise. Incidentally, these ideas are also applicable in software design for an
LMS or other applications. In any Rapid e-Learning development effort our
scenario or situation may change, but we will focus generally on the same few key

areas to control and manage the project.

Begin by identifying some possible goals and scenarios for the reusable interac-

tive exercise:

*  Goal: Reduce the cost, increase the speed of development and
simplify the process.
Scenario: We plan to implement the same type of interactivity
dozens of times but we feel that our development approach is too
cumbersome, it involves too many steps and is really slow. The

developer customizes every version.

* Goal: Enable non-technical staff to develop, update and create
content.
Scenario: We have several staff members to help with our urgent
needs, but they only have basic software skills. Right now, only

the developer is able to customize the exercise.
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*  Goal: Maintain consistent style and methods.
Scenario: Our trainers are all creative and their designs are
inconsistent from one exercise to the next. This delays approval
and also slows down the process.

* Goal: Maintain learning instructional design and outcomes.
Scenario: Since every trainer is developing his or her own instruc-
tional design, the results may not be consistent. The participants
are learning a new instructional approach design each time.

Now, apply these goals and scenarios to the design.

Dimensions of a reusable tool

The learner’s view of the interactive exercise, called The Golf Exercise, is shown in
Figure 18-1 below. You can view a demonstration model of the exercise online at
www.vignettestraining.com. I refer to this application as a reusable tool because it
is designed in such a way as to allow the developer to change the content it
presents so that it can be used repeatedly as new e-Learning content is being
developed.

This is the leammer's view of the
reusable garie,

L Change kg
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~"Goals and
Insiractions
3. Cong trac poar
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QUESTION 1 Golf .
[ e L R T IHIu'ulrl.l-F
e 4, Decide how
- ANy duestiorns

Lot

& LIngege leamers 5. Scoe Tesdback
with gnimated Tod baarreiis
Az

0 Figure 18-1: The learner’s view of The Golf Exercise, a
reusable game or tool.
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In this exercise, the designer achieved reusability by separating the learner’s view
from the developer’s or SME’s view. Figure 18-2 shows the form the developer
uses. The developer can enter content, change the logo, change the questions,
specify the instructions and make decisions about interactivity. When the devel-
oper is finished, a single click of a “Submit” button (not shown) produces the
customized exercise. The developer or SME does not have to do any programming,.
As aresult, this exercise is reusable as often as required, without the help of a
Flash developer. The content developer, writer or SME can revise the content in a
matter of minutes.

This is the engine where you can
write and update the content.

1. Change logo
to your own

[E% £ T Flash Quiz Configu, ation - You have 59idays
Fle Help

Froject Mame
Image of company name Browse 2. Construct your

Company Logo | Erowse = own questions

Browsee for Excel fle where the WW
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\

Time frnit pes queslion I 808 Pazsing Scurei many guestions
Select Flash 5w Browmss \ ~ 4. Set passing
Guiz Tithe: score
Iisiivictiors = 5. Set time for
m
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each guestion

__ 6. Type your own
Goals and
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Welcome Mole Gioal

=]

-/_{Faﬁng Hote
0 _———-__V‘
7. Customize corract
OF WFONg answers
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Figure 18-2: This form is the writer’s interface for changing
the content of the Golf Exercise.

There are essentially six functions associated with a reusable tool design,
depending on purpose and complexity (in this case a basic interactive exercise).
Each function offers an opportunity for rapid development. The functions are:
content entry, aesthetics, interactive engine, navigation, software coding and
database integration.
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Content entry

We create lessons, quizzes, exercises, feedback, evaluation, etc., mostly by entering
content, knowledge or ideas in the form of text. If we plan to use an exercise design
a dozen or even hundreds of times and in different programs, content entry is
where a lot of “new” and “repeating effort” is required. This is also where many of
our SMEs and developers will enter content, and it is an ideal opportunity to

reduce time, effort and costs.

To aid in Rapid e-Learning development, the template or reusable tool should
allow content writers, SMEs, proofreaders and editors to add, delete, revise and
update the text component of the template or the tool.

In Figure 18-1, the instructions, the goals of the exercise and the questions are
provided by an SME, a content developer or a trainer. These are items 2 and 3 in
Figure 18-1. In Figure 18-2, callout item 2 indicates that the SME would enter the
questions in an Excel spreadsheet. Callout item 6 in Figure 18-2 shows where the

content developer or a trainer enters the text for the goals and instructions.

Aesthetics

Art design, color palettes, font styles, illustration or photo design, look and feel and

any “eye- candy” are included under this heading.

We can divide the creative look and feel into: (a) universal or generic to the total
program or company or (b) specific to the content. In many cases the generic
aesthetics (logo, colors, program titles, etc.) can be a one-time effort. We canadd
aesthetics for specific content or programs specifically as they are needed. By
doing this, our reusable tool or template reduces the strain on our creative staff
since they will change only the specific design to match the topic, rather than
continually redoing the entire generic design. The reusable tool should be simple
enough to allow non-technical graphics people to get a new graphic and add it to

the reusable tool.
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Usually a graphics designer constructs the aesthetic elements, but the ideas come
from the content writer and SME. To some extent, content writers can change
colors, themes, skins and backgrounds to vary the themes while allowing consis-
tency of these from program to program. Photos and illustrations are best done by
creative and graphic artists and published in a common resource library that
everyone can access at any time. In this case, we may also ask the trainers and
even SMEs to add this graphic even though they possess only very basic skills. We

can even provide reusable graphics so they don’t need to invent a new one.

In Figure 18-2, notice that the developer can specify only the image of the
company name, the logo and the quiz title. Other graphic elements are fixed

within the Flash movie, discussed below under “Software coding.”

Interactive engine

Interactivity, especially in games and exercises, increase the discovery, experiential

and emotional impact of the exercise.

Content writers and SMEs influence heavily the interactive design. For example,
SMEs or content writers design a game or exercise in listening skills or time
management. However, the interaction engineer does the execution and the
interactive engineering. Interactive engineers are hard to find since their talent is a
mix between content development in training and experience in film making,
advertising, gaming and discovery processes. Programming the exercise is also a

higher-level skill that one does not often find in trainers, SMEs or developers.

Another good example might be a reusable tool for designing maze exercises.
Such an exercise allows the learner to follow different paths to discover answers
to a case or a scenario. Creating an “engine” (or programming tool) to generate
areusable maze game may require varied skills and a lot of time investment.
However, if we plan to reuse the exercise in numerous programs, we may consider
creating a tool to handle the heavy lifting. Although programmers will develop the
engine, the tool allows the trainer or developer to select or construct the maze
options and enter the content in each box of the maze. The trainer builds the
content choices, without having to call the programmer to add the boxes. The
trainer or SME can simply publish, edit and redo the maze boxes, their content and

various options until the exercise goals are achieved.
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This concept also applies in creating reusable tools for randomizing tests, creating
different types of questions, conducting surveys and publishing content online.

The key concept is that even in complex designs, entering content and data can be
facilitated if we focus on isolating those activities that change from version to
version, and make it easy for non-technical people to use the tool. In other words,
make as reusable as possible those parts which often cause delays and require
constant change or entry by many people. Rapid development is one key advan-
tage, but cost control is also a major benefit. We will use less expensive
programmer’s time. In our examples in Figures 18-1 and 18-2, the only active

element set by the programmer is the time limit per question.

Navigation

Navigation includes interface elements that enable learners to control the tool
and the presentation, e.g. forward and back buttons, links, start or begin button,
etc. Usually navigation in software is permanent, fixed and standardized. While
this area is less reusable, the text, colors, backgrounds, buttons and graphics in the
buttons are (or should be) customized to match the aesthetics of your exercise. The
behavior and functions of the navigation elements are usually not reusable. They
can be, but the cost is high and usually impacts the entire design of the software,

notjust the reusable tool.

Navigation elements in Figure 18-1 are limited, and include the “Try Again” and
“Close Window” buttons. The developer has no control over the behavior of
these controls.

Software coding

Software codes, created by the programmers and the software architect, run the
reusable tool. Whether we purchase or build our own software, for authoring or for
an LMS, we have the ability to influence the direction by making sure that the
software is able to help in rapid development. Make it a requirement that it is easy
or inexpensive to use to develop reusable tools, or it has many built-in reusable
features.
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Aswe can see in Figure 18-2, the developer’s form allows the designer or the
developer to choose the Flash movie (SWF) to be used with the exercise. A Flash
developer, separate from the rest of the team, creates the movie.

Database integration
Data collection and integration to database and reporting functions are deep
programming issues best left to database developers and managers. Since our

reusable tool may have to access the database, this area is usually affected when

we design software and reusable tools.
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Process and Collaboration for
3-Minute e-Learning Development

Major deficiencies that slow down e-Learning development are the lack of a
collaborative electronic tool and failure to develop a collaborative culture and

norm among the members of the team.

Josh Bersin of Bersin & Associates states that the typical e-Learning production
mode is like the “waterfall” process for software development. It is linear, and
proceeds in typical mass production-line fashion in which each part of the

product goes step-by-step from start to completion.

With the linear production process (one step at a time), programs are developed
slowly. By contrast, the collaborative method is a parallel and simultaneous

process -with tasks being done almost at the same time.

Conditions contributing to success of collaboration in Rapid e-Learning

To support parallel and collaborative production, two things must occur: (1) the
culture and attitudes of the team members must be cooperative and must encour-

age teamwork and open communication, and (2) the team should be using collabo-

rative software.

Collaborative software brings about these results:

e Increases the speed of coordination
e Eliminates paperwork

* Hastens real-time sharing of results
e Facilitates feedback

* Speeds up decision-making

Rapid develop-
ment is possible
with the use of
online collabora-
tion and project
management
tools. This saves
time by faster
decision-making.
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We collaborate!

* Organizes documentation and version controls
e Improves controls of the minute details

* (larifies accountability

Key features of collaboration software to support rapid development

Collaborative software is a Web-based application accessible to all team mem-
bers 24/7.

Central location

Most collaboration tools are centralized, allowing the exchange of information
among members in one or numerous locations, globally or locally. A Web-based
system allows greater flexibility. Users can simply log on to the Internet from
anywhere and retrieve information from a single Web address.
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Organization is key

With the great amount of information available, and multiple users having
access to the collaboration tool, it is necessary to create categories (i.e., folders by
topic, groups, etc.) to avoid confusion. For instance, we can place minutes of
meetings in a conference folder while presentations slated for review may be
placed in another folder, with different fields identifying the particular version.

Real-time updates
A tracker feature allows participants or users to submit tasks, problems or issues
that may be addressed to a particular person or group. These range from technical

queries or updates to suggestions for improvement, as well as site or project
rectifications.

Notification

More important, the person who is best suited to address the problem is notified.

Discussion room

An online discussion room provides the venue for the exchange of ideas and
opinions as well as brainstorming for new ones. Users can post ideas, introduce
new topics or cases for a fresh outlook, and ask questions to get answers about
problems. A manager, team leader or coach can lead these discussions so team

members can engage in candid and open discussions over issues.
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File retrieval

A collaboration tool eliminates the need to store files in one place while keeping
an online discussion in another. Thus, during discussions or reviews, one can
immediately access the file needed for reference or upload a new version through a
simple file transfer feature. From documents to spreadsheets, slide shows, audio

and even video files, all can be uploaded and retrieved from one location.

Access to helpful information

Think of the collaboration tool as one huge library filled with bookshelves and
filing cabinets. All the information we use are in the cabinets, while all the
reference information needed are on the bookshelves. A collaboration tool can
host valuable reference materials, even online programs and templates, which
may be necessary for our respective e-Learning programs. Links to various

references may be provided, e.g. prototypes, templates, demos and examples.

Issue tracker

As our e-Learning program makes progress, there will be a great number of minute
details to be attended to, for example, typos, color changes, etc. These are small
details, but you have to address them. The issue tracker is a collaborative feature,
so everyone can post issues and track progress. The issue tracker notifies whoever
is responsible; he or she can make updates to it, and it alerts the person asking or

directing the change. This method ensures that all details are taken care of.
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Job Aids for the Development Team

Two tables in this book can assist us in Rapid e-Learning development, particu-
larly our 3-Minute e-Learning.

Production processes and schedule

In Rapid e-Learning, there are many opportunities to increase the speed of devel-
opment and to eliminate traps that leads to high costs. Please review Table 20-1.
The last column identifies areas for Rapid e-Learning development.

Rapid e-Learning development decisions

Sometimes it is not clear whether taking a rapid approach to e-Learning develop-
ment will be beneficial or not. Table 20-2 presents a number of considerations

and a scoring system that will help us to make a “go/no-go” decision.

Suggestions on how best to use the Rapid e-Learning Development and
Management Decision Aid

One of the challenges in implementing Rapid e-Learning is to educate internal or
external clients on its best use. Oftentimes, clients see Rapid e-Learning from a
limited point of view. They can see the benefits and the potentials to alleviate the
pressures for instant delivery of knowledge and learning. This is positive. But on
the other hand, this may also cause severe problems because expectations are not
realistic.

To help internal or external clients make good decisions, we must use the decision

aid as part of the process.
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These are the suggested steps:

1. Whenaclient asks to implement a Rapid e-Learning program, we must first
call for a project review meeting. The purpose of the meeting is for our team
and the client to assess how best to meet the needs.

2. Wemay send in advance a copy of the decision aid (Table 20-2) with a cover
email suggesting a preliminary review of the need be made by going through
the checklist. The objective of the meeting is to develop a good strategy.

3. At the meeting, we must go through the decision aid point-by-point. We use

the decision aid as a questionnaire for the client and the team.

4. The scoring presented in the decision aid allows our team and the client to
realize the different issues involved in the decisions.

5. The answers to the questions also help us formulate a plan which includes

how to meet challenges and maximize opportunities.

6. The meeting helps the client see the different aspects of the Rapid
e-Learning project. They also see the challenges of procuring resources and

information to make the project happen.

In one meeting or several, the client will either reinforce its need for Rapid
e-Learning or they will opt to use another method of delivery. Either way, we must

help our client make a sound decision.
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Comments for Rapid

ning
iderations (italics)

Project Initiation Phase Quickly determine rapid
» needs analysis, readiness & viability studies, strategy formulation e-Learning requirements and
and proposal development gqualifications; get approval
« conducting a rapid e-Learning review (see checklist references) that this praject folis under
»  project approval rapid development.

o kick-off meeting

Content & Systems Planning Phase

« design
« features & functions

Agree wilh waur beam an the

Design e-Learning document development SME, I, Mar. Interactive docimmentation ond oollaboreion
tools and processes o use,
Design document review Oir. Development
) Involve the legol department
Contractual design docurment Management, ID

early, if needed. They reguire
maore time than others.

SME Educmte SMEs, control inferviews
with guided guestions and provide
template guestions or toals.

‘Write [outline} content based on e-Learning design

Analyze/clarify/distill /categorize content Writer Echucate and suide.

O e-Learning design, content review Editar Use models, templotes, produce
pradatypes for quick opprovals.

Graphic, theme, interactive design requirements Art Director Ecuicate and guide,

Interactive design and content plan review Mar. Intaractive Educate and guide.

Finalizing systents B LMS featunes [y lapir Imrlve IT early. Negatiate for an

exemption,

Lise modiels, templotes, proguce

Review design/plan, review approval to client Management ;
e e . pratotypes for guick opprowvals.
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Table 20-1 Rapid e-Learning production issues (continue)

Comments for Rapid

Phas 7 Resources e-Leaming
considerations |italcs)

Project Phaze iige your approved arahilectune

= storyboard
= assembly and testing

Insfructional Technologist | Lise models, Mmpiales Develop &
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standard sfyle i graphics and
interaciiaiies.
Art Director, Program Lige reference Ty and cleady
Create graphics and interactivities Developer state style sxpectations. Prepare
creative biels for standands,
SME el consent rom SMMES thal They
Staryboard review Tenlkory ot coditent develoginend
arghitectune and that champes uwW
ooour guickly by invedwing them in
Thir colabarafion profess and dse of
e sofhuane.
Project Lead
Slorghaand revievsievision
Ediing Editor Slant tiis early with SME content
sz o,
Evalualisnadjusimenl Management
Integration of content to database and other softwars Frogram Develoger Filan afead for (s, Test by T e
fype of inteyration chalenges you

may face. Test ahead of fime.

Permissionproducing graphics D, Davedopment Avord using photos rof within the
creative biels, Securng ahd fooking
for photos takes time. Ask anists fo
search for photos a5 concepls ae
develaped in fhe contert, Ensune
witlers prowide clear image quides.

Revizion of graphicsiinteractivities iGraphic Designer.
Pragram Develoger
Final assembly Program Develoger Turs! il assemily by doing
profatypes. Don't wait for yoor
project content to be Wnisfed and
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proofreader i wating sfage.
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Table 20-1 Rapid e-Learning production fssues (conmtinwed)

Phase/Task

Testing Release Phase
= alpha release
+ bela relegse
= wersion 1.0 course launch

Alpha versian review Management Construct profofypes te cut Hime,
Use mipha @nd heto testing,

Client review Managament Invodve clients, farget users ahead
af the timeframes and seoks
agreament that thelr revlew 15
On progression of comgiedion of
programs, nat wiwn fhe progrom
15 done. Foous on smeli and
canstamnd reviews.

Bost-client evaluation [if necessary) Management Praject
Lead
Implementation of client changes Program Developer Agreg In the bickelF metting to

rigid change paficres ong
procedires. dvaid I."'Ir.'lr.‘E‘ES- at all
costs and get agreement an what
types of changes are show
SLODDErs ar minoe I."ILi'."IﬂE‘S-. wilch
oy b dane in loder versions,

First round of Tunctional Q& Tester ASSN [esLers as separale people,
nat the writers, software
gevelapers or ghhers delng the

develoming.
Implementation of (A changes Program Developer
Build Beta version Management
Sacond round of furctional G Tester
Fe=gredaive A Prootreader, |10 This is mlvemyws @ must o focws an

Rapld deveiopment requires that
You pay el tention b0 software and
parts of your program fhat murst
?-E‘ -'F‘:-'-'?ﬂ"fﬂ far l.'lf-"'l:E-IIS_;.'F\-:"I!.'p' and

WwieEionality, edpecially i e
rushing an'l'!l-;lr.l-r'jLng .'ﬂ!ryfnjﬁrc
inta waur software,

Versian 1.0 relsase

Tatal Bevelopment

161



3-Minute e-Learning

Table 20-2 Rapid e-Learning development management consideration decision aid

CONSIDERATIOM INSTRUCTIONS POINTS ENTRY
Humber of Learners If there are:
Fewer Dhan 50 ]
50 to 100 5
Mare than 100 10
Distance of learners from If bringing the average leamer to an existing sibe:
r_'xls,l,'ing I,mirlirlg site Does not requilre an ﬂv‘emlght stay a
Does require an overnight stay 5
Requibres rmany overnight stays 10
Software in place and trained If software 1s In place and staff trained:
staff Mo o
Intermediate 5
Experienced ]
Mumber of times this training If learmers reguire training:
program will be offered Only ance o
Two to five times 3
Six to 19 times 5
20 times or mare 0
Frequency of updates If changes /updates will be nesded:
Six months or more 0
Between three and six months 5
Every three months or less 10
Development time available If trafming must be available in:
Three months or more i}
Between one to three months 3
Less than one month 10
Prederred leaming style If learners prefer:
Classroom-like leaming which is controlled by
lectures and traditional models 4]
Virtual Classroom - lecture online B
Fast-paced leaming where they can take contral
based on their need to perform faster 0
swallability of e-Learning Is @ sound e-Learning Architecture for this type of
Architecture praoject/design already in place:
Mo o
fes A [v]
Preferred training schedule If it & more appropriate to:
Set training schedules 3
Mix 5
Allow learmers to set schedules 10
Openness of Subject Matber Are your SMEs open to the idea of having an e-Learning
Experts to e-Learning Architecture to akd in the raphd development of e-Learning
Architecture programes?
Ho 0
Maybe 3
fes 10
Current computer praficiency If leamers:
Do not know how to use a PC and do not need one
in their job Q
Do not know how to use a PC but need one on their
job 5
Know how to use a computer 10
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Table 20-2 Rapid e-Learning development management consideration decision aid

CONSIDERATION INSTRUCTIONS POINTS ENTRY
Software Skills If SMEs and e-trainers:
Do not have basic skills in contributing throush
sof twares o
Kniver howr to use PowerPoint, HTML,
Dreamweaver, Front F'age:: Adobs POF and M5
Word and Excel for basic content development 5
Enow o o run media development and tools
such as Flash, Authorware, etc, for interactive
design. 10
Current learner skill level If learners:
Have widely varying skill levels o]
Hawve varying skills 5
All have the same skill level 10
Heed for individualized If learners:
femediation wWill lil'tl:‘l:.-' need remediation h]
Wil Likely mot need remediation 10
Application of knowledge If the staff:
{learning outcomes) Is required to apply knowledge primarily
for retention, completion and
certification processes 0
Is required to apply knowledge and skills
instantly in their particular tasks 5
Is required to obtain knowledge only 10
Consistency If cansistency of instruction is:
Wery important 0
Somewhat important 5
Hot impartant 10
Content alreadv available If &-Lea rning program:
on e-Learning format wust be developed to meet requirements ]
Can be purchased and modified to meet
needs 5
Can be purchased without modification 10
Avallability of content If content 1s:
Mot available - still has to b= researched and
built from scratch 4]
Partially available - existing content still nesds
to be revised/add new information that still has
to be researched 5
Available and “must leam" critical content already
identified 10
Type of content If skills are:
Inter persanial 4]
Technical 5
Knowledae 10
Management's past experience | If past experience was.
with e-Learning Haot favorable 0
Meutral 5
Very favorable 10
Hautral 5
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Table 20-2 Rapid e-Learning development management consideration decision aid

CONSIDERATION

INSTRUCTIONS

POINTS ENTRY

Past experience in dealing with | Basedon previous dealings with SMEs, were they:
Subject Matter Experts (SMES) Mot readily available and uncooperative o
Cooperative, but difficult to schedule
meetings with 5
Always avallable and cooperative 10
General view of techmology If management views computer technology as:
Aowful 0
A necessany evil 5
Great L1}
Budgeting scheme For cost comparisons. |f development costs:
Arg separated from the cost fo delivery a
Are included with delivery cost 10
Awallability of hardware at If hardware at learner site is:
learner ite Mot available 0
&vallable but needs upgrading 5
Available, no upgrade required 10
Leamning Management System Is a Learning Management System already existing and in
[LM5) ar Learning Content place?
Managemant System (LCME) Ma 0
and Integration in place 25 10
Budget situation If cash funding is:
Slow 0
Adequate 5
Good 10
Access to Learning If the control and access to a Learning Management
Management System (LWS) System:
Limited to the IT teamn 0
Can be shared with other members of the
development team 5
ks managed and operated by designers, trainers
who must implement e-leaming e-Learning 10
Management's perception of If person making the recommendation:
person making the Has a poor track record 0
e-Lear ning Has a fair track record i
recommendation Has a successful track record 10
Work environment and culture | s the work environment inclined to support collaboration
amang team members:
Hat at all 1
Meiitral 5
s 10
Awailability and skills of project | If staff can:
management staff Mot adequately manage rapid development of an
e-Learnk g program i}
Manage this type of project with relative ease 10
Availability of production If production hardware and supplies are:
hardware and supplies Mot available V]
Partially available but needs upgrade i
Mot needed 5
Available 10
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Table 20-2 Rapid e-Learning development management consideration decision aid

COMSIDERATION INSTRUCTIONS POINTS ENTRY

Availability of templates and If templates and content development tools are:

content development tools Mot available [v]
Partially available but needs extensive
o iThc ations 5
Immediately available and can easily be
reused for other projects 10
Availability, knowledge and If staff:
capability of staff in designing Dioes not know anything about designing and
and authoring tools/ language authoring 0

Can outsource the process quickly, given that
staff capabilities and resources are
insufficient for rapid development

Can design and author e-Learning programs

rapidly 10
Availability of hardware If troubleshooters:
traubleshooter/ quality contral Cannot be made available 3
Can be made available 10
Awvailability of Subject Matter If content questions must be answered and experts:
Experts Cannot be made available on site 5
Can be made available on site 10
Use of existing trainers If trainers now on staff:
Willl ne longer be needed ]
Can be transferred to a new position 5
Can be used an the Raphd e-Leaming projects 10
TOTAL

LEGEND:

1. If total is less than 180: You probably should not consider Rapid e-Learning
for this project.

2. If the total is between 180 and 250: You should take a second look at the
options.

3. Ifthetotal is over 300: Rapid e-Learning may be viable.

Note: This is not a scientific study. The purpose is to assist in your review of the

key points in considering a Rapid e-Learning project.

Table 20-1 was adapted from the “Decision Process for e-Learning” prepared by
Thomas Gafford, e-Learning Manager from Northrop Grumman.
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3-Minute e-Learning and Beyond to
Turbo-LMS, Rapid ADDIE and e-Learning
Business Performance Metrics

How do our LMSs perform and help us achieve our goals? In chapter 16 I shared
with you my observation that most LMSs are “data processing” tools and not
“learning” tools. Furthermore, LMSs are even further removed from helping
learners apply ideas to improve actual job performance or solve problems since
the knowledge and skills required are needed rapidly.

So far, many of us have been so busy and preoccupied with pushing content out
the door, that we have left our LMSs untapped, underutilized or not providing the
right strategy and direction.

Elliott Masie, a leading thinker in learning technologies (www.masie.com), and
Josh Bersin of Bersin & Associates, a leading research firm (www .bersin.com),

have interesting insights about the pitfalls of our current LMSs.

In Learning TRENDS, March 21, 2006, Elliott Masie presented his “18 Wishes for
an LMS!” (Reprinted from Chief Learning Officer Magazine.)

Two of Masie’s wishes are relevant to our discussions here.

”"Wish #8. LMS, I want you to be more integrated with our business objectives.
As we roll out new products, change our strategy, realign our workforce or add
new customers, you need to be hooked into the process in real time.”

”"Wish #10. LMS, I want you to handle the growing use of content at the object
level. Business is moving fast and, often, the learning needs are small: just a
chunk of the right content, now! Stop calling that a non-completion. Itisa

learning moment and a success.”

Josh Bersin, in his keynote speech at the Workforce Performance 2006 Conference
in Las Vegas, September 2006, reported that in the study that Bersin & Associates
conducted, e-Learning had largely been rated by companies to have a high value
contribution in meeting goals in compliance topic areas. However, companies
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rated e-Learning to have a low value contribution in its ability to impact perfor-

mance in companies.

How to turbo-charge

The insights above are closely related. Ithink that as we push our LMSs to help
learners use content rapidly in work situations for impacting performance or
adapting skills to changes in strategies or new products, the content has to be
necessarily small. “Just a chunk, content, now” as Masie says, or in our parlance,
3-Minute e-Learning. The problem, as I explained, is how do we break content
into small sizes or snippets? We can’tjust compress bloated content or chop it
into smaller lessons, while still presenting all of it. Through the 3-Minute e-
Learning, Organic e-Learning Design Process (Appendix B) and the appropriate
e-Learning Architecture (e-LA), I emphasized that to produce chunks of content,
we have to focus on finding the application points of the content that are useful to
the learner to apply rapidly on the job. Itis also crucial to match the content with
the right e-LA model.

3-Minute e-Learning provides a sound foundation to bridge e-Learning and
knowledge content to the demands of rapid performance in actual work
situations. 3-Minute e-Learning enables the learner to use the content, whether it
is deployed in e-Learning 1.0, e-Learning 1.3, or e-Learning 2.0. Furthermore, 3-
Minute e-Learning and the sound e-Learning Architecture (e-LA) allow us to
connect knowledge with relevant job performance metrics. Itis possible to see
how e-Learning can really impact performance by correlating job tasks specific to
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3-Minute e-Learning with critical metrics in the organization. I call this “e-

Learning Business Performance Metrics. “

Let me share with you some perspectives and case examples. In the discussions
below, I show that converting much of our content into 3-Minute e-Learning helps
us take advantage of many advances of Learning 2.0, Web 2.0 and enhancements
to LMSs. I am not suggesting that 3-Minute e-Learning is an instrumental concept
before we can use the new developments in technologies. Rather, the 3-Minute e-
Learning format of content facilitates our ability to use our e-Learning investment

in the rapid learning mode.
I have opted to organize and present this information into three groups:

1. Facility for speed, access, collaboration and knowledge sharing
2. Rapid, real-time, dynamic, ADDIE

3. Performance metrics-driven learning

Facility for speed, access, collaboration and knowledge
sharing

Online learners or those doing work using digital tools and Internet solutions
exhibit e-Learning Behaviors® (Chapter 5). They prefer to have quick access to
short lessons, as well as quick exits, random access, and finding solutions to solve
problems and continually search for application ideas. In essence, these learners

pursue what engages them or what the demands are from work situations.

e-Learning Behaviors® are even more apparent in situations where e-Learning 2.0
tools, such as WIKI, Blog, bookmarking, Instant Messaging, iPods, and others, are
being used for social networking and collaboration. Since 3-Minute e-Learning is
small and has stand-alone content, learners can search quickly (effective search
requires that the content is tagged with the key words), bookmark their favorite
lessons and email the URL (Web address) of the 3-Minute e-Learning.
Additionally, learners can link the URL in WIKIs and Blogs. These behaviors are
possible since the 3-Minute e-Learning content is designed to be small to allow for
quick study. Itis difficult to imagine online learners doing the above activities
when the content is encapsulated in a large and long-winded program.
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In essence, 3-Minute e-Learning facilitates these capabilities:

* Share knowledge to help, coach or support others quickly
* Share knowledge to complement formal training

* Access knowledge instantly to perform tasks as needed

* Organize learning in a very personalized manner

In “Social Life of Information” (2000), John Selly Brown observes
that people and organizations lose a great amount of learning
opportunities from informal sharing and networking due to the
over-reliance on information technology. There is a lot of learning
by people moving cubicle to cubicle and asking for ideas or
solutions from other colleagues or associates. e-Learning 2.0 and
Web 2.0 social computing and networking are the tools that enable
people to exchange ideas instantly and informally. However, much
of the knowledge being shared is experience-based and informal.
Most formal learning content is not shared easily because it is

difficult to search and find relevant information quickly.

Turbo-charge our LMSs: Search, bookmark favorites and
email links

Although search, bookmark favorites and email link functions are
common in many web based applications, most LMSs do not have
these capabilities. First, these tools are against the “religions” of
traditional instructional designers and trainers. They want
learners to learn from A to Z in a linear fashion, the “full
proficiency” model, as I mentioned earlier. Second, most
e-Learning content is constructed as one solid learning media (like
Flash) that makes it hard if not impossible to search the content.

Thus, application points cannot be isolated for quick sharing.

If content were organized in 3-Minute e-Learning formats, the
search, bookmark favorites and email link functions would make
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sense or become practical. We can therefore Turbo-charge our
LMSs. We can make our 3-Minute e-Learning content much more

accessible and realize a higher payback from our investments.

Search Priogram

[ihe Smanch

Sagrched e pragram far the, Tour sasrch relded the Tollosaing resins-
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Figures 21.1 The LMS allows learners to search all programs
assigned to them and bookmark topics that are of interest to them.
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Figures 21.2 Learners are able to send an email with the URL of the
bookmarked topic. Provided the recipient is registered in the
system, he or she can access the bookmarked topic immediately.

173



174

3-Minute e-Learning

Rapid, real-time, and dynamic ADDIE

Are ISD (Instructional Systems Design) and ADDIE (Analyze, Design, Develop,

Implement, Evaluate) dead?

The souls of ISD and ADDIE are alive. But the body, its implementation, methods
and processes are old, dead and must be buried. Many of us have abandoned
ADDIE because it is cumbersome, takes too long and is costly. But the stake
through ADDIE's heart is the persistent practice of rushing content development
and delivery because of pressures of internal clients. “We are done with the
software. Please take this week to develop the training.” “We need to train 500
people in 2 weeks.” “We don’t have the time - Just train people on what I tell you
to!”

So, OK, for now. Asleaders, instructional designers, developers and trainers, we
don’t have much of a choice in most cases. But do we abandon ADDIE totally?
Are the principles of ADDIE necessary to achieve good learning and training
goals?

I believe that ADDIE is with us, alive and well. We don’t recognize it as ADDIE.
We don’t even think of it as a valid application of ADDIE. In e-Learning 2.0,
ADDIE has moved from the instructional designers’ to the learners” control.
Learners assess, design, develop, implement and evaluate learning. They do all of
these in a rapid, real-time, as-it-happens, dynamic process. Learners constantly
assess their needs on the job. They search quickly for answers and solutions in
content or through other people (design and develop). Learners apply
(implement) the found answers and solutions. They evaluate to see if the solution
works or not. Then, they repeat the process or do a random simultaneous process.
One does not know where the beginning or ending lies. What matters is that they
use the content and knowledge to solve problems and get results.

This type of behavior is similar to what Masie and DiDonato call learning with
your “digital tribe.” While doing work in front of a computer, a worker may have
Google open, 10 Instant Messaging conversations, and a reference guide ready.
Or a salesperson opens her notebook in a client’s office to demonstrate a point,
opens her Blackberry or Treo to access the web for new pricing or to access contact
information. In both cases, learning and doing are intertwined and ADDIE is

actively being practiced.
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Now, what is the role of 3-Minute e-Learning in Rapid ADDIE? In many of our
current e-Learning designs, which are bloated with content, cumbersome and
encapsulated in one file, it is impossible to efficiently use the application points of
the content. In fact, no one really wants to go back to or study the e-Learning
again because in the Internet high-speed world, it takes too much time. Moreover,
it's inefficient to go back through the e-Learning page by page and look for the
content.

Additionally, with very bloated content, we cannot provide learners a quick way

of assessing the relevancy or value of the content.

To help the rapid learning demands of learners, using the illustration in Figures
21.3 and 21.4, I will show how I designed and applied in an LMS project the
Ranking for Relevancy and Organic Presentation of content to learners. A
fundamental assumption here is that all content is in 3-Minute e-Learning

snippets, nuggets or vignettes.
This is how it works:

1. Allsnippets are rated by learners as to whether the content is relevant, 1
being the lowest and 10 being highly relevant (Figure 21.3);

2. The data is collected in the database.

3. With the data information stored, learners have the option to access by
“Relevancy,” which shows the learners the list of snippets according to
relevancy and value. The LMS organically suggests or presents the

ranking to the learner.

4. Learners can then study the top-rated snippets and may not bother with
the low- rated ones (Figure 21.4).

In Rapid ADDIE, we are encouraging the learners to do most of the work. This is
similar to what Masie refers to as adding the Amazon.com experience to our
learning programs.

What does the relevancy rating provide the trainer, leader and instructional

designer? It provides them the opportunity to see which topics are of high value
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and which ones are low. The information indicates what we may want to aug-
ment, improve, do more of or delete in the content. So, we have the chance to
assess, evaluate, and, then, design and develop more content.

A bt honeevitraining.net - Rank this page - Microsedt

Rank Content

Fleass rate tha information you JUSE read an & scals of 1to 10
Fab he relewancy, value and ul'.ll.lll.-u'. Qn on your o |.-_'rh.l||| arce and tasks
{1= batally rralevant, 10= extramaly halpful)
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Figures 21.3 Learners rank the relevancy or usefulness of the snippet or lesson. The
data is collected and compiled.
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Figures 21.4 The ranking data is collected and presented to the learner as another
option or alternative to view the 3-Minute e-Learning snippets. Learners can click
“View” to study the snippet.
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Performance metrics-driven learning

I personally like the new developments in e-Learning 2.0. WIKIs, Blogs, Mash-ins,
Instant Messaging and others are great tools to personalize learning and increase
the speed of knowledge sharing. I anticipate there will be more social networking
tools in the years to come as bandwidth speed improves and portable and mobile
devices become more affordable. This is truly an exciting period for training.

AsIponder these new developments, I ask this question:

“What has happened to relating e-Learning to business or organizational
performance?”

Unfortunately, I see very little progress in this area.
How does 3-Minute e-Learning relate to the issue of business performance?

The case below is an example of how 3-Minute e-Learning helped in linking to or
making it possible to set up e-Learning Business Performance Metrics. This was
done for one of my clients, a large financial consulting firm. The client had
several thousand investment advisors who needed to be continually trained.

The problems were stated as follows:

*  “Wedont want to waste time in training, especially unneeded training,
since my staff must produce revenues of $50,000 per hour.”

*  “We want training that we can correlate to performance metrics and gives
us a way to gauge the relationship of training and key performance
indicators.”

My challenge as consultant was to figure out a way to train the advisors only on
what impacted measurable performance directly. The team (client, trainers and
consultants) first asked the question, “What do we need to train them on?”
Eventually, we realized that we were asking the wrong question. The solution
became clear when we changed our question to: “What performance areas do we
need to improve?” It became obvious that we needed to narrow down specific

content and convert it into smaller sizes called snippets to train the advisors on

177



L

L]

3-Minute e-Learning

the measurable areas. The idea of “training-on-need” or “training-on-exception”

became the accepted principle.

In Figure 21.5, you see a screen capture of a manager’s report displaying the
Performance Metrics of one of the advisors. The right column displays the few key
Performance Metrics. The Performance displays the measurable performance of
the advisor, which is updated in real time. (The data was integrated into the LMS
as it happened, collected from the in-house financial performance system.) On the
left side, the related e-Learning Snippets are presented with indications of comple-

tion, timeliness, pre and post and number of attempts. Each snippet is 2-3

minutes long.
e-Learning and Performance Metrics v Biach :.-Ir-ﬂcm
= Domnlosd Beport
Select by Start Month _'f W ﬂ Report is selected by start of Month
Hew ¥ ork Branch 215
Bermard Smiths AE Training Perfo rmances Perdarmant s Meltrics
Sniplets Titles Completion On-Timae Pre § Post Altempls Stand ards Actual
Rate Tl 2% S0 1mn 12%
Lead Convarsion LiO0%s 100r%: 5% ¥R 1 Busimass Assess D%
Apiansrent of Networth R 100%: SO NN 3 Fisk Stwidies 95 %
Legal Due Dalligence T 100 Lo 1 Returns Est $25,000
Finandial Returns Analysis 100% b e 1 Dilligence 65%
Estim ation of Risks B 5% M W, 1 Hetwork Assess B0
Inveestigation of assets 00, T B a5, FER, i
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Figure 21.5 The e-Learning and Performance Metrics is an enhancment of an LMS. The enhancement
has been made possible because the content are in smaller snippets, 3-Minute e-Learning.

This report was presented to learners and managers alike as part of their e-
Learning dashboard. The report also sent out email alerts and notices of the
exceptions where learners were falling behind both in performance and
recommended learning snippets. They were given recommendations for possible
study. Upon viewing this report, managers were able to intervene and coach
learners on both the performance issues and related learning gaps. The system
also provided a coaching tool.
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Managers could then generate a before-and-after report if the assigned learning
helped in the performance areas. This report was known as “Snapshots of
Learning Performance.” It showed the variances and improvements before and
after recommended learning. A correlation was done to the extent of showing
how the learning snippets were helping performance. The Performance Metrics

tool was an enhancement, which I introduced into the client’s LMS.

The concept of correlating performance and e-Learning was made easy because
there was a breakthrough in thinking. The instructional design team members
radically changed their minds - converting large programs and discovering the
application points for the snippets. This was a breakthrough because it took less
time to build the Performance Metrics once the design and delivery of the snippets
was the approach agreed on. The initial opposition to designing snippets as
stand-alone almost caused the project to falter.

As areference, we used Return on Learning, a book written by Samir Desai and
his associates from Accenture (www.accenture). Itis a good reference on how

they tried to use Performance Metrics in learning and determining returns.

I'admit that the concept of correlating training and performance in this case could
be open to criticism because it did not follow the rigid data collection and analysis
methodologies of formal research. The process was more a matter of gauging or
making an “intelligent estimate or guess” of the correlation between learning and
performance. My client was pleased with the outcome because it was practical,
easy, real-time and useful, exactly what they needed. The client abhorred the
suggestion of making a long, tedious, and costly ROI study, as suggested earlier in
the project.

The concept of correlating e-Learning with Performance Metrics is applicable in
situations where specific measurable outcomes for tasks or jobs are collected,
stored and used as a day-to-day management tool. Examples are:

*  Business consulting - measuring billable and non-billable hours and

types of engagements

*  Customer support - length of calls, speed of resolutions and complaints
or repeat calls
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* Sales - number of sales in pipeline, projected turnover, contract rate,

applications rate, etc.
. Manufacturing - scrap rate, turnaround rate, etc.

» Healthcare - number of patients or cases managed per hour, cost of

delivery of service per patient, etc.
“Provocative Innovations”

In terms of Elliott Masie’s concept of “provocative innovations,” it would take a

head-twisting, mind-numbing and backbreaking exercise to make a change in our
paradigms. But once we succeed in making the change, we discover a whole new
world of possibilities. Moving away from bloated content to 3-Minute e-Learning

is one of those exercises we need to pursue.

We want provocative innovations!
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3-Minute e-Learning Case Study
Reducing Costs to 30% and Increasing
Speed by 300% of Development

In this book I have postulated that e-Learning is inherently rapid and has the
capability and potential to produce 3-Minute e-Learning formats. Largely, the
demand for Rapid e-Learning is born from the dissatisfaction of organizations.
They complain that e-Learning is slow, costly and cumbersome to implement.
Furthermore, I have argued that e-Learning today has not fulfilled the
expectations of creating impact on business performance. Although e-Learning
has cut the high cost of training delivery, it has not provided convincing evidence ___

that it contributes to what matters in business - performance!

The big aha! was: We

To address these issues, | have proposed that we rethink the way we approach produced a high

e-Learning development by making a shift to 3-Minute e-Learning. value program, short

Fundamentally, I have stressed that learners are not interested in learning from )
and concise, at a

bloated, boring and time-consuming e-Learning programs. They exhibit e- faster speed and much

Learning Behaviors®. They seek out “application points” or performance ideas in lower cost

all the content they use. Learners have better use for knowledge that provides

them with “working proficiency.” Their purpose is to apply the ideas instantly in

resolving problems and getting results rapidly in their work.

To make the shift from bloated and heavy content to 3-Minute e-Learning, which
is light, lean and performance-focused content, I have suggested that we formalize
our e-Learning Architecture (e-LA) to conform with the Organic e-Learning

Design Principle:

Learners look for “application points” to apply ideas instantly.
Invariably, it is also the cheapest and fastest way to rapidly develop

3-Minute e-Learning.

Focusing on “application points” allows us the opportunity to cut to the chase.
We are able to cut out unnecessary use of time, multimedia, software and complex
design that develops the wrong parts of the content. We can apply these resources

sparingly on “application points.” “ Application points” are best displayed in
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3-Minute e-Learning formats. By doing so, we provide the learners the focus on

knowledge that boosts “working proficiency.”
Case study

Toillustrate how to apply 3-Minute e-Learning in the real-world, let me share
with you a case study regarding one of our projects. We have repeatedly observed
the same outcomes in applying the principles of 3-Minute e-Learning in
numerous organizations. Although this case covers a service-oriented company,

the lessons learned are applicable to other types of companies and topics.
The problem

The organization we worked with wanted to implement a customer service
program for its staff handling in-bound service calls. They had actually begun
delivering the program in classroom training as part of the orientation process.
The classroom training program took five days. The company was experiencing
very high staff turnover in the in-bound sales department. One practical solution
to deliver training was to provide an e-Learning solution. Another problem was
that the pricing and product information had to be constantly updated and the
company felt an e-Learning approach would allow a faster way to update

customer support staff on the changes.
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Knee-jerk solution

The client organization had decided to convert the existing classroom participant
material to an e-Learning format. Since John (the manager) wanted this done
rapidly, an in-house Flash developer (Greg) suggested that using Flash would be
alogical approach. It would be simple to copy the Word document version of the
classroom training materials and display them in Flash. So, in a day, Greg
converted a few pages of the content into Flash. The initial result was delivered as
a slideshow. Participants could click forward and backward buttons to preview
the lessons. John thought that this was not engaging or close to what he
envisioned to be a good interactive training. “This will make the staff go to sleep,”
John said.

It dawned on the team members that it was not effective to simply copy the content
from the training manual and turn it into a slide show. They felt the need to
develop some interactivity, such as role playing, to help learners identify, for
example, the types of complaints from callers. John felt strongly about making this
program very interactive and engaging. “Please prepare a plan that is not a knee-
jerk solution,” John added.

Too slow, too late and not affordable

With help from the instructional designer, writer, graphic artists and voice-over
talent, Greg presented a plan. Based on estimates, the Flash program would have
these components:

Seven lessons, each with an interactive design:

How to greet the caller
How to identify the problems of the caller
Where to locate answers to caller’s questions

a

b

c

d. How to handle the problems

e. How to communicate product changes and pricing

f.  How to close the call

g. How torecord the incident in the CRM (customer relationship

management software)
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The interactive design:
Eight role-playing exercises (using Flash, 3 minutes each)

a.

b. Four interviewing-the-customer games (using Flash, 3 minutes each)

c. Seveninteractive test games (using Flash, 5 minutes each)

d. Seven narrated slideshows, one for each lesson, an average of 15 pages
each, or 90 frames

e. 60 photos and images

John was quite impressed with the plan. However, seeing the costs of $75,000 and
60 days of development, he was certain it was not within his budget and would
not meet the 15-day timeline for delivery. Suddenly, panic was in the air.

Prior to this, John and I had met at another company function. John called me to
arrange for a meeting. He requested that my team and I explore whether or not this
program could be done in 3 weeks for $25, 000. However, he wanted to keep as
much interactivity as possible to make the program engaging.

Fast, cheap - hmmm,
Let’s see if we get lucky!

e

After the initial meetings with John and his team, these were our findings and
discoveries:

186



Case Study: 3-Minute e-Learning

1. Since there was a strong push to get the program delivered quickly, the
fastest way was to transfer the classroom hand-out material. “The
classroom version has worked for two years and the materials should do

well for e-Learning”, John told us.

2. The team depended on the Flash developer for his expertise in
multimedia marketing presentations. He was very helpful and easy to
work with.

3. Theinstructional designer was reluctant to go back to the Subject Matter
Expert (SME) because the SME already provided the most recent updates
on the content. Beside, all of the information required for the training was
in the current training manual.

4. Overall, John and the e-Learning team were capable and enthusiastic
about the project. The single biggest frustration was that there wasn't
enough time and budget to do the job right. They were very receptive and
anxious to find ways to deliver the programs faster since it had become a
pattern in their company that every internal client wanted e-Learning

programs for them done yesterday.
3-Minute e-Learning approach

We requested a half-day session to define the needs and discover solutions. We
had two productive brainstorming sessions.

The initial reluctance came from Nancy, the instructional designer. Nancy did not
feel comfortable conducting another interview with the SMEs. “We would look
foolish and would waste the time of the SME,” she said. However, after further
review of the SME Discovery Guide (Appendix C), it was the consensus that going
back to the SME was not a redundant process, but rather a focused process by
asking questions related to application points and organic illustrations. The
objective of interviewing the SME was to prioritize, categorize and discover the

top 20% performance issues.

The team agreed to review and implement the 3-Minute e-Learning approach. The
findings helped them figure out the most pressing issues of the inbound service
calls.
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Performance logs and audio recordings

After interviewing the SMEs, the team reported that it was relatively easy to ask
the SME questions about finding the application points and prioritizing issues on
working proficiencies. The SME reviewed with the team the in-bound support
record and some recorded audio sessions between the customer and the support
staff. “This was very insightful. The logs and interviews made it easy to discover
that there are top issues that needed more attention than others,” Nancy
commented happily.

These were the key findings of our team:

1. Thecritical problem areas were learning how to find the new product
features, how the pricing affects the customers and the consequent
adjustments in the invoicing information. Customers needed the
information quickly to adjust their pricing and pass the costs to their end
buyers. A slow response in this area would increase the loss of customers.

2. It wasimportant to learn how to review the purchasing and ordering
patterns of the customer, so that the in-bound service staff could offer the
newest updates on the product that could help customers get more profits
from the products.

3. Representing the internal client, the head of the customer support staff
informed the e-Learning team that these issues heavily did impact
performance of the service staff. The skills required and considered
critical would be in these areas. “This is the 20% of the skills

requirements that create the 80% results,” John noted.

4. When we reviewed the outline of the lessons with the internal client and
SME, the internal client confirmed that only two topics should be at the
top of the lists, while others would just be nice to have. The two lessons
were:

a. How to handle the problems
b. How to communicate product changes and pricing

Furthermore, these two topic areas were the sources of the most errors, difficulties
inlearning, and often the most troublesome customer support issues. The SME
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suggested that presenting case scenarios and ways to resolve these issues would
probably be where the training would get the “biggest bang for their buck.”

It was also agreed to spend less time developing a full set of training lessons for
those lessons not listed in the priority topics. “Participants can learn these topics
by going through the CRM software reference help section or learn on the job by
coaching and the use of printed job-aids”, according to the internal client.

The big aha!

Interviewing the SME was not a difficult process because we prioritized the most
important issues. The Internal client was a big help since he provided direction on
what mattered in their operations. He actually directed the SME not to be too

technical, but more business-focused.

The alternative design was produced for $18,500, down from $75,000, and it was
delivered in two weeks.

The new lesson design is shown below.
Seven lessons:
(Eachlesson is an interactive design (text instructions, graphics and references).

a. How to greet the caller (text instructions, graphics and references)

b. How to identify the problems of the caller (text instructions, graphics
and references)

c.  Where to locate answers to caller’s questions (text instructions,
graphics and references)

d. How to handle the problems (1 slide show and flow chart)

e. How to communicate product changes and pricing
(twelve small scenario cases; simple Flash exercises; short case
studies presented using graphics, audio recorded playback from
actual cases, text and selection of right choices and insights for each
scenario).

f.  How to close the call (text instructions and references)
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g. How torecord the incident in the CRM (customer relationship

management software) (text instructions and references)
The interactive design
a. Twelverole playing exercises (using simple Flash exercises, 2

minutes each)

b. Oneslideshow, narrated, using Flash (3 minutes)

n

60 photos and images
d. 20HTML pages with reference text from the CRM help guide

It was decided that each scenario and lesson should take about three minutes or
less.

The big aha! was:

“We produced a high value program, short and concise, at a faster speed and
much lower cost.”

I broke
free!
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Future of 3-Minute e-Learning and
Rapid e-Learning

In April 2006, eLearning Guild released the “Future Directions in e-Learning
Research Report 2006.” In the report, respondents rated Rapid e-Learning top of
the list (79% total increase) as an activity, task or practice that will increase in their

organizations in the next twelve months.
I am not surprised by the results.

While others think of Rapid e-Learning as a fad or a nice topic for a conference
presentation, there is a lot more under the surface. It is my observation that the
demand for Rapid e-Learning is a symptom of a deeper problem in our application
of e-Learning. Essentially, many of us keep putting all our energies in finding
newer and faster technologies so we can mass produce our training delivery
through e-Learning. We focus on “rapid development”, and not “rapid learning
and application.”

3-Minute e-Learning is about rapid learning and application. To help learners
leverage technologies, there is a need for us to rethink how we organize, collect,
and distribute our content or body of knowledge. Today, technologies such as Web
2.0 and e-Learning 2.0, have so many capabilities to offer. And yet, without the
needed change in the way we design content, these technologies will have low or

marginal impact on performance of workers.

It is my humble opinion that the demands of organizations are not being fully met
by most e-Learning designs and implementations. On one hand, it is agreed that
e-Learning provides major cost-cutting and savings. For many, the savings in
travel and unproductive expenses are strong values and are sufficient justification
to continue investing in e-Learning. On the other hand, this is only one area where
e-Learning is expected to contribute. Many organizations expect that e-Learning;:
(1) focus on the learner's specific need, (2) provide him or her the briefest period
and easiest way to acquire the specific knowledge and skill, (3) to enable the
learner's rapid application on-job, and (4) produce performance that achieves the
desired business results in the fastest time possible.

Cost reduction will continue to work up to a certain point. The challenge for many
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of us in e-Learning is how to help learners perform with more dramatic impact in
addition to the cost savings it now provides organizations. The true promise of
e-Learning is creating exponential growth in performance and raising the quality
of life and personal satisfaction for the learner. At the end of every business day,
e-Learning is evaluated on the economy of cost and the economy of time. This is
where the 3-Minute e-Learning and Rapid e-Learning come in as timely, relevant,
realistic, and practical solutions.

As I conclude this book, let me share with you what I see in the horizon. I see many
exciting possibilities, with the accompanying troublesome challenges. All my
observations and propositions below are keyed on 3-Minute e-Learning and Rapid
e-Learning. Many of the ideas below echo what other experts project will happen
in e-Learning.

1. Growing love for speed, rapid solutions

Our business and organizational cultures have been in love with speed for a
long time now. Rapid e-Learning is only one area where we want more
speed; organizations” appetite for faster, better and cheaper solutions will
continue. We better brace ourselves for this. There will be more demand on
trainers for 3-Minute e-Learning, rapid training and e-Learning as commercial
and non-profit organizations push to redefine and renew their practices to
survive and compete in the digital world.

2. Dynamic and Real-Time Instructional Systems Design and Rapid

ADDIE - Next Generation of ISD

The training industry has to reinvent itself. Traditional ISD models are

now considered obsolete as ways to develop e-Learning programs. Thereis a
need to adapt or invent solutions that will help e-Learning implementors
deliver programs based on 1) up-to-the-minute and current demands of the
organization, 2) rapid development of on-demand-as-needed-content, which
can be addressed by our 3-Minute e-Learning approach, and 3) an on-going
dynamic feedback of what works and what does not work in the programs.
We can no longer afford the paper-based, tedious training needs analysis and
development of programes, all of which actually take months to complete.

I'am pleased to share the news that [ have the opportunity to collaborate with

some clients to develop this new model. I will report to you about our progress.
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3. Instantaneous ways of measuring training outcomes

For the past ten years, e-Learning implementation has focused on content
delivery. We have not touched the issues of measuring performance contri-
butions and returns on the rapid and fast working conditions. The paper-
based methods and assumptions of traditional- training ROI studies are
inadequate to gauge learning and performance application especially in
e-Learning environments.

Wouldn’t it be great to know how learners apply learning ideas before, during
and after training. And wouldn’t it be valuable to be able to collect immedi-
ately (as it happens) data on the actual dollar contributions in sales, cost
savings, reduction in inefficiencies or savings from complying with court
sanctions and legal requirements? Vignettes for Training, Inc. is releasing an
online service called TrainingPayback®. Visit www.TrainingPayback.com. I

will report to you our progress on this in future publications.

4. Performance-focused and “application point” content development
- new quality standards

Many of our skills in content development and writing for e-Learning rely
on our formal training from the technical writing school of thought. We are
trained to be formalistic, and write with an impersonal tone. This is even

truer for SMEs who have technical expertise on their topic areas.

In the years to come, we will see a growth and change in the writing style of
content for e-Learning and other e-Learning media. The skills and craft
required to produce application points and organics, i.e. stories, anecdotes,
cases, scenarios and other ways to engage online learners, will be in demand.
New skills and methods will also be needed to isolate from the massive data of
ever-increasing content the key critical performance-driven and application
point content. Learning to identify and write about the key critical content or
application points is going to be valuable for trainers and writers.

5. Critical thinking for online learners

One thing will happen in the workplace for sure : we will bombard our
employees with massive data and content as the pace of business change and

speed of competition increase. One skill online learners will need is critical
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thinking. This covers how to evaluate massive data or e-Learning content and,
then, decide what content must be learned by employees to enable them to
perform their tasks - particularly key performance areas. Learner will need to
learn how to identify “application points” and 3-Minute e-Learning opportu-
nities. Furthermore, critical thinking covers learning how to navigate the
increasing and ever-changing nature of information and content.

Today, we throw our online learners to e-Learning without helping them
develop the skill of thinking critically and knowing how to apply what is
valuable. The consequence is that we see more online learners who act like
they are sitting in the classroom and listening to a lecture. They wait to be
spoon-fed.

The younger generation of learners, who are used to video games, multi-
tasking and instant messaging, may have better skills in discovery, critical
thinking, judgment and decision-making. Now, if only we could train them to
apply their skills to improve performance on the job.

Learner-driven, informal and personalized learning

Jay Cross (www.jaycross.com), one of the pioneers in e-Learning, tells us that
most of the learning that works is informal learning. I agree with Jay. How-
ever, | observe that there are very few learning management systems or knowl-
edge dissemination tools that support informal learning. In the near future, we
will see LMSs expanding their capabilities to allow learners to set their own
learning paths. Steered away from the usual delivery mode of available
e-Learning programs, learners will be able to use their learning systems to
select, schedule and record all types of personal-preference learning. Personal-
preference learning may cover all self-directed and informal learning includ-
ing readings, projects, field trips, peer-to-peer collaboration and learning,
videos, audio tapes, conferences, seminars and other types of learning that
may continue to emerge. The function of the LMS is to help learners in organiz-
ing, recording and reporting all types of personal and informal learning. This
way, organizations encourage self-learning. Organizations can then track,
support and reward personal development efforts and informal learning.
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Convergence: Mobile technology and social networking and learning

As I mentioned in the Introductory chapter, recently articles and books discuss
about the second Internet boom, referring to the new ways people are living in
this knowledge-interactive age. They enjoy the growth opportunities of
personal computing, mobility, connectivity, and work productivity like never
before. In another article, “Web 2.0,” written by Paul Boutin, who contributes
to magazines like Business Week and Wired, he mentions in detail many appli-
cations and devices “creating network effects through an “architecture of
participation,” and going beyond the page metaphor or Web 1.0 to deliver rich
user experiences.”

Who among us has not heard of or actually used Internet services and per-
sonal smart machines (i.e. PDAs, smartphones, iPods, etc.) that promote
socialization and sharing? Who among us does not recognize that networking
sites and software applications such as MySpace.com, LinkedIn, PodCasting,
Flicker, Blogs and WIKIs have been shaping how people communicate,
socialize, and learn together all at the same time. The lines between all of these

activities have blurred, but with positive and effective results nonetheless.

What is the impact of these tools to learning? We will see in the future that
training and learning will begin to morph with immediate sharing and
application of ideas and knowledge in work problem solving. Because mobile
technologies and social machines help us to interact with each other faster, we
will be able to focus on applying ideas, rather than learning. As this trend
continues, we will need more 3-Minute e-Learning formats for our content.

Third generation of LMS - Turbo-Charged or e-Learning
Performance Systems

In my introduction, I mentioned that Elliott Masie wrote about “18 Wishes for

an LMS” (www.masie.com, March 21, 2006). The one I like the most is number

8:”LMS, I want you to be more integrated with our business objectives. As we
roll out new products, change our strategy, realign our workforce or add new
customers, you need to be hooked into the process inreal time.” Traditionally,
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training and learning remotely support business strategies for rapid product
roll-outs, instant change in work groups and immediate sharing of knowledge.
To bring 3-Minute e-Learning and Rapid e-Learning closer to support business
strategies, LMSs must creatively use tools like organizational assessments and
customer feedback to inform workers and managers how their performance
impacts their customers. For example, in a store, by receiving immediate
feedback from customers, and allowing workers and managers to instantly
view the feedback, the learning requirements and problem solving in that
specific store will be focused. Instead of corporate-sponsored customer
surveys which are kept secret to top level executives, feedback will be close to
those people who can take immediate action. This is one way an LMS can
immediately align content and learning to help learners learn, based on gaps
and skills as perceived by customers.

Micro content for micro, 3-Minute e-Learning and Rapid e-Learning

The focus of 3-Minute e-Learning and Rapid e-Learning is instant delivery of
knowledge to help workers and managers apply ideas to solve problems and
exploit opportunities. This goal is only achievable if those who develop and
produce content deliver micro content and encourage micro learning with

application points.

As organizations push for more speed and social and mobile technologies
encourage micro content, we will witness a shift from the mindset and
practice of developing programs. Bloated and heavy curriculum-based (school-
like) driven content does not respond to demands for instant and rapid flow,
for just-in-time and just-as-needed, just-enough-for-now of micro-content.
SMEs, instructional designers, developers and knowledge experts will risk

being irrelevant if they do not change their skill sets.

Where will the pressure come from? From the new learners, new managers and
business executives who will not wait for curriculum-based training to
happen. They will use what they can to train people immediately - even
bypassing or ignoring traditional training departments.
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10. e-Learning implementation and human factors will continue to be
challenge number one

Many e-Learning implementors overestimate the technology problems and
underestimate the human problems in adapting to and implementing

e-Learning technologies.

According to Lance Dublin, (www.lancedublin.com) a thought leader in

e-Learning implementation, “Some organizations fail to achieve the results
they want because they don’t adequately prepare for the change that
e-Learning represents. Make no mistake about it; implementing e-Learning is
tough. It takes planning and preparation, leadership and accountability,
communications and education, and support and commitment. It takes
effective change management.”

My experience has shown me that over 50% of the issues involved in deploy-
ing e-Learning embody the politics of implementation. Politics here does not
mean only the negative stuff that goes on between leaders or departments. It
means that there is a power base that must be convinced and persuaded about
e-Learning benefits. Many failures in implementation of e-Learning stem from
the failure to differentiate the technical change from the people culture change
that must always go together.

To succeed, e-Learning implementors will require more skill to navigate and
help leaders and managers guide the transition of their organization’s way of
learning into technology-assisted forms.

11. Replacing the role of trainers as middlemen or middlewomen

Google or e-Bay have been successful because the system supports the desire of
their users to go directly to the source and do what they want: in e-Bay to
barter and trade unobstructed by middle merchants; in Google, the ability to
access information to meet immediate needs. In the future we will see these
changes happening to the role of trainers. It has finally dawned on practitio-
ners in HRD and training that, for a long time now, they have been serving as
middleware providers. Training has had to be delivered and mediated. Now
and in the future, due to demands for 3-Minute e-Learning and the availability
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of tools and systems, learners would rather learn by themselves to get what
they want quickly. Organizations will also like this, because it would reduce
the costs of training and increase immediate applications on the jobs.

As anillustration, Joe DiDonato, EVP of Learning Technologies at Country-
wide Home Loans, Inc. in his keynote presentation at “The Workforce Perfor-
mance 2006 Conference” in Las Vegas, last September 11, 2006, spoke of his
organization’s push to help their employees have faster and better access to
knowledge and information so they can use the knowledge immediately. He
projects the continuing drop in classroom training, especially in those areas
where technology-assisted learning can do a better job. “The role of trainers

and instructional designers will evolve into knowledge managers.”

The implications are that in the future, organizations that can adjust the roles of
trainers to facilitate rapid learning will likely continue to add value, whereas those
who cannot will disappear. There is a need to cut this major inefficiency in the
training industry. The only way to facilitate rapid learning is not to get in the way
- but, rather, allow learners with their tools to seek out how they learn bestand
apply their knowledge and skills. After all, we as trainers, are really facilitators to

help learners learn.
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Summary

This book has addressed key areas found to be problems in producing content that
learners are able to use instantly to do their jobs. It has also addressed the chal-
lenges of costly and slow e-Learning development. Four prominent problems we
often encounter are: a lack of innovative approaches in instructional design,
difficulties working with Subject Matter Experts (SMEs), under-utilization and
poor management of software and e-Learning tools and the inability to link e-
Learning with performance.

3-Minute e-Learning and Rapid e-Learning is about helping learners learn rapidly.
Itis about improving our organization’s ability to deliver learning experiences
using the fastest and cheapest possible ways. There are four cornerstones.

The first key component of 3-Minute e-Learning and Rapid e-Learning is design
and implementation of an e-Learning Architecture (e-LA) that meets our business
needs. The e-LA makes it possible for us to identify and select the best approach,
and helps in replicating a production process that meets rapid development needs,
reduces cost, and improves the learning experience.

Without the e-LA, we fall victim to the habit of selecting the software and
technology because they are cool or fashionable. We become too technology-
driven at the expense of the learning outcomes. We fail to master the

production process for rapid development.

The second key component of 3-Minute e-Learning and Rapid e-Learning is
content design. There is a need to rethink and restructure our content design in
order to rapidly deploy e-Learning programs. With Organic e-Learning Design
Process, we can move away from bloated, linear and heavy content (data dump)
designs (often remnants of converted classroom training) to delivery of application
points, “working proficiency knowledge”, performance-specific, lean and “must-
have” knowledge and information. This will allow the learner to access the
knowledge and apply the skills instantly. Achieving this end result requires a
fundamentally new way of thinking through instructional design. With this new
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way of developing content, we are able to train and orient our SMEs and give them
faster ways to provide content.

The third key component of 3-Minute e-Learning and Rapid e-Learning is software
implementation, management and reusability. Selecting software and managing
an LMS make up a combined asset that trainers and developers must control, share
and collaborate on with IT. Carefully matching the software and LMS to meet our
needs is critical. We can either underestimate or overestimate our needs. This is
also true with selecting software developers and programmers. Reusability is a
business decision, more than a trainer or programmer decision. e-Learning project
leaders must understand that the need to develop e-Learning more quickly drives
requirements for optimizing and reusing authoring tools for tests, lessons, exer-
cises and games. Leaders need to direct software developers to factor reusability

into every tool they use.

The last key component of Rapid e-Learning is the implementation of a team
collaborative process and set of tools. The main goal is to reduce repetitive paper
processes that waste time, energy and resources. Rapid e-Learning becomes easier
if team members can leverage collaboration tools like file-sharing, version
control, discussion rooms, issues-tracking, streamlined approvals, and project
management. The biggest challenge is to manage the transition of training produc-

tion from paper into more software-driven or systems-driven work processes.

In the chapter on Turbo-LMS and e-Learning Business Performance Metrics, we
covered examples and cases on how small content such as 3-Minute e-Learning
can add to the viability or facility of adding more capabilities to our LMSs. We can
add search, bookmarks, and send email with the web address (URL) of the content.
We also explored how 3-Minute e-Learning can be used to conduct Rapid ADDIE.
Furthermore, 3-Minute e-Learning allows us the facility to link the small and
concise content with specific performance metrics. This enables us to correlate
e-Learning with on-the-job performance.

In conclusion, 3-Minute e-Learning and Rapid e-Learning are, first and foremost,
about achieving results for both the organization and the learner. e-Learning
technologies are robust and inexpensive. But applying 3-Minute e-Learning and
Rapid e-Learning requires a new set of thinking, attitudes and inspired leadership
if we are to achieve the desired results. e-Learning has to be rapid-performance
driven if we are to realize the benefits.
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Appendix

The eLearning Guild Research

The Rapid e-Learning
Development Research Report

In April 2006, eLearning Guild released the
“Future Directions in e-Learning Research
Report 2006.” In the report, respondents
rated Rapid e-Learning top of the list (79%
total increase) as an activity, task or prac-
tice that will increase in their organizations
in the next twelve months. Visit
www.elearningguild.com to access more
information.

The report is presented with the permission of eLearning Guild.
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The Rapid e-Learning
Development Research Report

ANALYSIS ANOD COMMENTARY BY JOE PULICHINO

here may be no hotter topic in today's e-Learning business than rapid e-Learn-

ing development. As the Guild Research Committee considered this phenome-

non, we hegan to question what was really meant by rapid e-Learning develop-

ment. Is it simply a slick marketing buzz-word created to sell the latest development

tools, or is there really substance to the term? Is there an emerging set of best practices

that truly constitute a replicable, scalable design process known as rapid e-Learning

development? We do know that e-Learning development cycles can be long and costly,

and reducing time and expense in this area seems to be a key driver for organizations

who have embraced e-Learning.

In February 2005 the eLearning Guild conducted a
poll on the topic of rapid e-Learning. Significantly, 31%
of respondents reported that their organizations were
focused on “rapid e-Learning,” but on the other hand
35% of the poll takers selected the choice: “What is
rapid e-Learning?” As a follow-up to this poll, Bill
Brandon wrote a Guild Whitepaper, Exploring the
Definition of “Rapid e-Learning,” which examines the
different ways that e-Learning professionals look at
this new practice. During the same period the Guild
Research Committee published a more comprehensive
and extensive survey in attempt to find out what is
going on in the community around the practice of rapid
e-Learning design. The results of that survey are pre-

sented in this report.

As Diane Archibald points out in her January 2005
article, “Rapid e-Learning: A Growing Trend,” in ASTD’s
Learning Circuits, “Traditional development methods
involve using subject matter experts (SMEs) to pass on
information to the instructional designer who, in turn,
designs the solution. A developer then builds the inter-
active solution based on this design, and the quality
assurance team tests the solution against the design
and development cycles, which can reduce the effec-
tiveness of material with critical timelines or content
that is constantly changing.” What Ms. Archibald
describes is indeed a time consuming process, and as
our survey respondents report, one that is simply too



£ RESEARCH REPORT / April 2005

RESEARCH REPORT / Rapid e-Learning Developrment

Page Guide to the Report

3 - 4 | Demographics
5 | Defining Characteristics and Contexts
6 | How Rapid is Rapid?
7 | Organizational Demand
8 | Trends in Adoption
9 | Business Drivers
10 | Keys and Methods
11 | SMEs
12 | Outsourcing
13 | Content Sources
14 | Cost
14 | Staffing Requirements for Success
15 | Issues of Quality
16 | Hot Links and Other Resources
17 | About the Guild, About the Research
Committee, About the Author

Continued from page 1

lengthy to accommodate the organizational demands and busi-
ness drivers for time-sensitive learning, especially in the cases of
increasing the product and technical knowledge of customer-fac-
ing employees. Hence the solution we are coming to know as
rapid e-Learning design.

While it is too early to come to many definitive conclusions,
the results presented in this report indicate that adoption rates
of rapid e-Learning design are indeed growing and will likely con-
tinue to increase. Yet, there are many factors at play: tools,
processes, content types, the role of SMEs, and the increasing
importance of quality instructional design. The proper mix to use
to get rapid e-Learning design right remains a challenge and
opportunity. Nonetheless, there seems to be a strong and perva-
sive belief that rapid e-Learning design can achieve decreases in
time to market for e-Learning projects without sacrificing quality.

This report is the Guild’s first study of this topic, and as such
sets out a baseline from which we will continue to observe the
evolution of this new and promising e-Learning practice.

| especially want to acknowledge Research Committee member
Dr. David J. Brand of the 3M Corporation for providing much of
the insightful commentary and analysis presented in this report.
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Demographics

We asked our respondents to identify themselves and their organizations by five attributes: their role in their organization, the size of
their organization, the type of their organization, their organization’s primary business focus, and the department they work for. This sec-
tion presents the demographic data of our survey sample.

This survey, like all other Guild surveys, was open to Guild Members and Associates as well as to occasional web-site visitors. These
surveys are completed by accessing the survey link on the homepage of the Guild website. Naturally, Guild Members and Associates are
more likely than non-members to participate, because each of the more than 16,000 Members and Associates receive an email notifying
them of the survey and inviting them to participate. For this reason, we can classify this survey as a random sample because all members

have an opportunity to participate, and their participation is random.

32%
28%
10%
10%

8%
12%

Q1. What is your role in your organization?

Instructional Designer
Management

Executive (“C” Level and VPs)
Course Developer

Instructor, Teacher, or Professor
Other

26%
15%
15%
17%
12%
15%

Q2. What is the size of your organization?

Under 100

101 to 500

501 to 2,500
2,501 to 10,000
10,001 to 50,000
50,001 or more

42%
27%
13%
6%
6%
4%
2%

Q3. What kind of organization do you work for?

Corporation — Not a learning or e-Learning provider
Corporation — Learning or e-Learning provider
College or University

Government or Military

Individual Consultant

Non-profit Organization

K-12

The single largest response group was “Instructional Designer”
(32%). This survey also drew a significant number of responses
from “Management” and “Executive” who together accounted for
38% of the survey sample. Those respondents in the “Course
Developer” and “Instructor, Teacher, or Professor” groups had the
lowest frequencies at 10% and 8% respectively.

This survey yielded results similar to those of the previous Guild
surveys, however, 56% of survey respondents indicated that they
work for organizations with less than 2,501 employees. Over the
last 12 Guild surveys this is the highest recorded frequency level for
this group as it is normally in the 49% to 51% range. Note that the
groups “101 to 500,” “501 to 2,500,” and “50,001 or more” had
almost identical response rates, each accounting for 15%.

Corporations again led the organization demographic for this sur-
vey. Respondents working for corporations accounted for 69% of the
survey sample. Corporations are divided into two categories, Non-
learning product or service providers, and Learning product or serv-
ice providers. Between these two categories non-learning provider
corporations had the largest response pool and accounted for 42%
of all survey responses, or 61% of all corporate respondents. Learn-
ing provider corporations comprised approximately 27% of the sur-
vey response pool, which is a noticeable increase over the Guild
average from the last 12 surveys. Respondents working for col-
leges or universities made up 13% of the entire survey sample, and
is the third largest organization group.

© 2005 The elLearning Guild. All rights reserved. http://www.eLearningGuild.com
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Demographics

Q4. Which of the following best describes
your organization’s primary business
focus?

22% | Commercial Training or Education Services
15%  Financial Services
9% | Technology (Hardware or Software)
7% | Government or Military
7% | Healthcare
5% | Manufacturing
5% | Professional Business Services and Consulting
3% | Non-profit
2% | Retail or Wholesale
2% | Telecommunications
2% | Hospitality, Travel, or Food Service
1% | Transportation or Airlines
1% | Aerospace
1% | Petroleum or Natural Resources
1% Publishing, Advertising, Media, or PR
1% | Real Estate
1% | Pharmaceuticals or Biosciences
0%  Utilities
0%  Arts and Entertainment
15% = Other

Q5. What department do you work for?

56%  Training or Education
8% | Information Technology
8% | Human Resources
6% | Research and Development
5% | Sales and Marketing
3% | Engineering or Product Development
2% | Customer Service
12% | Other

Survey respondents were asked to identify the primary business
focus of their organization. The results show that 22% of survey
respondents work for organizations in the Commercial Training and
Education Services group. This is a good indication of the relevance
and importance of this survey topic to that demographic. Survey
respondents working in the Financial Services sector accounted for
15% of the survey sample and this is clearly the largest single group
with a vertical market focus.

Approximately 56% of survey respondents stated that they work in
the Training or Education department of their organization. The
response rate of those working within the IT and HR departments of
their organization was significantly lower than those working in Train-
ing or Education; nonetheless, they were the second and third lar-
gest response groups, each accounting for approximately 8% of the
entire survey response pool.
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Defining Characteristics and Context

Q6.

34%
18%
9%
%
%
6%

When you think of rapid e-Learning,
which of the following do you consider
to be its defining characteristic?
(Select only one.)

Rapid development tools
Shortened design process
Templates to accelerate design
Accelerated project management
Content reusability

Shortened programming cycles

6% | More efficient and effective use of SMEs
6% | Templates to accelerate programming
7%  Other
Q7. Historically, in your organization, which

of the following have had the most
impact on SLOWING DOWN the develop-
ment of e-Learning products? (Select
up to three choices.)

60%  Content review and approval
53%  Access to subject matter experts
48% | Internal resources available for development of e-Learning
28% | Level of interactivity required
20% | Technology problems
10% = Other
10% | Testing and assessment requirements
2%  Does not apply

0% | do not know

For this question, we asked survey respondents to select only
one choice because we wanted to see what the single most com-
mon defining characteristic of rapid e-Learning development was.
According to survey respondents, “Rapid development tools” (34%)
trump “Shortened design process” (18)% by a nearly 2-to-1 margin.
It is interesting to see that this characteristic is most frequently
associated with rapid e-Learning development, especially when com-
pared to the results of the next question where “Content review and
approval” and “Access to subject matter experts” are cited as the
two factors that most frequently slow down the development of
e-Learning products. In this case the “More efficient and effective
use of SME’s” might have received a lower score because other
choices were deemed to be more significant and only one choice
was permitted for this question. Shortening the design process, the
use of templates and content reusability are ways to shorten the
development cycle, and when you group all three together they make
up a significant 31%. Therefore, while many respondents view rapid
e-Learning through the tools that are used, just as many see the
importance of process as a factor in setting the speed of the devel-
opment.

So, if the development of e-Learning is not fast enough, what
slows it down? For this question, we limited respondents to only
three choices. Two of the top three reasons suggested for slowing
down development are related to content. The high frequency of
“Content review and approval” (60%) and “Access to SME’s” (53%)
show that it is not always the development process itself that
lengthens cycle time. It is also obtaining consensus along the way
and getting the needed content that can slow things down. Another
significant reason cited here is the lack of internal resources. Is
this related to size of the organization? Is it related to increased
trends in outsourcing? Does this answer indicate respondents still
see a need for some internal resources to develop e-Learning, espe-
cially in the context of rapid development needs? It is also interest-
ing to note that “technology problems” do not seem to be much of a
factor.
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How Rapid is Rapid?

Q8. Currently, how many e-Learning projects
does your organization typically produce
in a quarter where the project life cycle
is measured in weeks (or less)? (Select
only one.)

16% | None

46% | 1 to 5 projects

16% | 6 to 10 projects
5% | 11 to 15 projects

10% = 16 or more projects
3% | Does not apply

4% | do not know

Q9. Based on the typical size or complexity
of the e-Learning courses your organiza-
tion produces, which of the following
ranges in development time means
“rapid e-Learning development” in your
organization? (Select only one.)

6% | 1 week or less

17% | 1to 2 weeks

28% | 210 4 weeks

24% | 4to 8 weeks

13% = 81to 12 weeks
3% | More than 12 weeks
6% | Does not apply

3% | do not know

© RESEARCH REPORT / April 2005

Note that 62% of the respondents indicated their organiza-
tions do only 1 to 10 e-Learning projects each quarter that
would fall into most organization’s definition of a rapid e-Learn-
ing development cycle. This may be indicating that most organi-
zations are still fairly new to this type of development process.
It will be interesting to see how this number might increase in
the next 6 to 12 months.

Note that the majority of respondents (52%) indicated that a
typical rapid e-Learning development cycle for their organization
falls in a 2 to 8 week time frame. It would be interesting to
compare this time frame to more traditional e-Learning develop-
ment projects in their organizations and to see what percentage
decrease in development length is achieved when a “rapid”
approach is used.

© 2005 The eLearning Guild. All rights reserved. http://www.eLearningGuild.com
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Organizational Demand

Q10. Is your organization demanding more
rapid development and deployment of
e-Learning courses, projects, and initia-
tives? (Select only one.)

38% | Yes, significant demand

40% | Yes, moderate demand

14% | No, not to any noticeable degree
4% No, not at all
3% | Does not apply

1% | | do not know

Q11. Is your organization demanding lower
costs for development and deployment
of e-Learning courses, projects, and ini-
tiatives? (Select only one.)

38% | Yes, significant demand

32% | Yes, moderate demand

18% | No, not to any noticeable degree
5% | No, not at all
4% | Does not apply

3% | do not know

Note that 78% of survey respondents indicate a moderate to
a significant demand when it comes to rapid development and
deployment of e-Learning courses. s this a reflection that
developing at the speed of business is the critical driver as
compared to the speed of instructional design being the con-
straining factor?

Clearly, the pressure is on to lower costs. Note that a sig-
nificant majority (70%) reported that their organizations are
demanding lower costs. When the “Does not apply” and “I do
not know” responses are factored out, the frequency of “Yes”
responses reaches 75%. This closely parallels the numbers for
these two categories in the previous question, which suggests
that people see a correlation between rapid e-Learning and
reduced cost. Possibly this is based on the axiom that “time
is money.”

© 2005 The eLearning Guild. All rights reserved. http://www.eLearningGuild.com
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Trends in Adoption

Q12.

Is your organization formally engaged in
the practice of rapid e-Learning develop-
ment and deployment of e-Learning
courses, projects, and initiatives?
(Select only one.)

27% | Yes, on a regular and consistent basis for most projects
25% | Yes, but only for selected or special projects
20% | Yes, but only on an experimental or beginner’s level
15% | No, but we are planning to do so in 2005
8%  No, and we have no plans to
2%  Does not apply
3% | | do not know
Q13. Regarding the number of e-Learning
products to be developed using a rapid
methodology in 2005, which of the fol-
lowing best describes your organiza-
tion’s direction? (Select only one.)
21%  Dramatic increase in rapid e-Learning development
33% | Moderate increase in rapid e-Learning development
23% | Slight increase in rapid e-Learning development
11% | No change in level of rapid e-Learning development

1%
6%
5%

Decrease in rapid e-Learning development
No rapid e-Learning development

| do not know

Here the majority of respondents (72%) indicated they are
currently involved in rapid e-Learning projects. Another 15% see
themselves as entering into this arena in the next year. So the
vast majority of organizations see themselves as having learn-
ing needs and delivery requirements that fit into a rapid e-Learn-
ing development framework. These results are probably the
best indicator we have that rapid e-Learning development is
not so much hype as it is an emerging best practice.

Note that 77% of the survey respondents see at least some
level of increase in the practice of rapid e-Learning development
in 2005. This suggests there is time-critical information that
needs to be made available to the target audiences for the
e-Learning. One striking element of the responses to these
questions is the small percentage of the “I do not know”
answers (5%). This suggests that this is a mainstream area
of consideration for most organizations represented by
the respondents to this survey.
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Business Drivers

32%
14%
11%
11%
9%
11%
8%
4%

Q14.

What is the primary reason driving your
organization to rapid development and

deployment of e-Learning courses, proj-
ects, and initiatives? (Select only one.)

Short time-to-market requirement due to project cycle time
Lack of development resources to meet deadlines

Short time-to-market requirement due to poor planning
Dependencies on factors over which there is little control
Workload increase which is either unexpected or cyclical
Other

Does not apply

| do not know

Q15

56%
53%
29%
28%
25%
24%
23%
18%
11%

6%

In your organization, what content areas
are most likely to derive the greatest
benefit from a rapid e-Learning develop-
ment process: (Select all that apply.)

Product training for employees, partners, and customers

Technology training for employees, partners, and customers

Regulatory compliance

Organizational change initiatives

Business and management skills

Customer service

Sales productivity

Call center productivity

Other

| do not know

The most frequently cited driver for the use of rapid e-Learn-
ing methodology is shorter time-to-market. The need for devel-
oping at the speed of business is evident. Lack of development
resources and poor planning on some past projects are also
driving organizations to come up with ways to do rapid e-Learn-
ing. Apparently the hope and the promise here is to circumvent
some of the barriers that have slowed down the development of
e-Learning in the past. We were expecting poor planning and
project management to be more of a factor, but it seems that
this is not really much of an issue in most respondents’ organi-
zations.

Product training (56%) and technology training (53%) are by
far the most frequently cited content areas where the greatest
benefit can be realized through the practice of rapid e-Learning
development. This should not be surprising as the need in
these content areas is based on the importance of the timeli-
ness of this information, and the fact that this information may
change often so that it may need to be modified or updated fre-
quently and quickly. Clearly, this points out that there are con-
texts in which rapid e-Learning development is more critical to
project success than in others. If this is true, however, we won-
der why sales productivity showed up so much lower on the
scale.
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Keys and Methods

Q16. In your opinion, what are the three keys
to rapid instructional design for e-Learn-
ing content? (Select only three.)

77% | Infrastructure to support rapid design (technology, etc.)
60% | Innovation in instructional design strategies
40% | Improved content management and use of LCMSs
40% | Concurrent phases of instructional design process
23% | Reduction of some phases of instructional design process
15% | Working faster
9% | Outsourcing of some phases of instructional design process
8% | Other

2% | do not know

Q17. What methods does your organization
employ to facilitate rapid design and
production of e-Learning content?
(Select all that apply.)

71%  Design templates
49%  Programming templates
45% | Reusable graphics objects
44%  Content outlines
43% | Storyboard templates used for quick assembly of content
32% | Reusable topics or blocks of content
8% | Other
7%  Does not apply

1% | | do not know

For this question we asked respondents to select the three
most important keys to rapid e-Learning design. The clear lead-
er is “Infrastructure to support rapid design” (77%). Certainly, a
process can move no more quickly than its slowest point, so to
enable a rapid process we need to have a complete infrastruc-
ture that can help speed the process up, such as available tem-
plates to serve as starting points. The fact that innovation in
instructional design strategies also had a high response per-
centage indicates that traditional instructional design models
will either have to be set aside and replaced, or updated to
make them more flexible and nimble in light of the “demands”
of rapid e-Learning.

The use of templates (both design and programming) and
“reusable” graphic objects to help the process not have to
“start from scratch” helps to shorten the development cycle.
Content outlines and storyboards also help frame the process,
and are designed to help get consensus faster.
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Subject Matter Experts

Q18

65%
14%
%
3%
6%
3%
2%

. Which one of the following statements
is most often true concerning how
Subject Matter Experts (SMEs) in your
organization provide content to instruc-
tional designers and developers?
(Select only one.)

SMEs give us content in any manner and we work with it
SMEs fill out specific design forms which we work with
SMEs input content directly using development tools
SMEs do not provide us with content

Other

Does not apply

| do not know

Q19

70%
42%
30%
25%
23%
11%

%

. What tools do you employ with Subject
Matter Experts (SMEs) to help you
develop e-Learning content? (Select
all that apply.)

Interviews

Standardized Word or Excel templates to gather information
Email questionnaires or surveys

Specific content-structured questionnaires

Focus groups

Other

Does not apply

The majority of respondents indicated they work with the content
in whatever way they receive it from the SME. Would having tem-
plates that the SME’s populate with content shorten the develop-
ment cycle? On the other hand, would it take the SME’s longer to
get the content to the designers if they had to use templates?
Perhaps it is a mixture of both.

An interview process (70%) is the most common method for
engaging SME’s to help in the content development process.
Questionnaires using standardized templates (42%) is a much less
frequently used method. In some respects this is one of the more
labor intensive and important areas in the development cycle,
because if the content is flawed the final product is likely to have lit-
tle value. Clearly, this is an area where we can have a classic trade-
off between speed and quality. It is possible that some of the great-
est innovations in rapid e-Learning practice will come in the area of
getting content from SMEs faster without compromising the quality
of the content.
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Outsourcing

Q20.

8%
30%
26%
27%

6%

3%

Does your organization outsource or
out-task some or all of e-Learning proj-
ects that need a quick turn-around?
(Select only one.)

All the time

Only when necessary
Rarely

Never

Does not apply

| do not know

T2 RESEARCH REPORT / April 2005

According to our survey respondents 53% report that outsourcing
is not an option for achieving rapid e-Learning development. Does
this mean that outsourcing, while having the benefit of increasing
available resource, does not have the benefit of increasing speed of
development? Perhaps for e-Learning development to be rapid it
must be done in-house where infrastructure can be controlled and
managed, and SMEs can be more easily and quickly accessed.
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Content Sources

86%
67%
65%
55%
37%
25%
17%
13%

4%

0%

0%

Q21.

In your organization, where does the
content for e-Learning courses and
products typically come from? (Select
all that apply.)

Subject Matter Experts (SMEs)

Internally developed by instructional designers and developers
Classroom materials

Technical documentation

Company literature

Collateral marketing material and documents

Externally developed custom content

Externally developed off-the-shelf content

Other

Does not apply

| do not know

74%
70%
50%
49%
42%
23%
14%

Q22.

What are the most common types of
content and documents that your organ-
ization uses to develop e-Learning con-
tent? (Select all that apply.)

PowerPoint slides
Word documents
Manuals

PDFs

Flash files
Hand-written notes
Other

“SME’s” (86%) are cited as the number one source of content
information. Is this because they hold much tacit information that
needs to be made explicit and e-Learning is one of the ways of mak-
ing this information available to a wider audience? Pre-existing
“Classroom materials” (65%) and “Technical documentation” (55%)
are also key sources, but in many situations where the information
is already available, it may not be quite so scalable when it comes
to sharing it with a wider audience.

“PowerPoint slides” (74%) are the number one source, and “Word
documents” (70%) are a close second as the most common types
of content documents used in e-Learning. This is not surprising,
however disappointing it may be to both instructional designers and
learners. But then again, these are fairly ubiquitous tools that most
SME’s are familiar with. “PDFs” (49%) allow for a broader range of
sources of the content and possibly do a better job of preserving
the look and feel of the original content that can come from a variety
of sources. It will be interesting to see how tools such as Articulate
and Captivate that animate PowerPoint will influence rapid e-Learn-
ing development.
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Cost
The majority of respondents (63%) indicated that rapid methods of
Q23. In terms of cost per instructional hour, development cost the same as or less than traditional methods of
which of the following best describes development. This would appear to be good news as expense
the cost of rapid e-Learning develop- should therefore not be a barrier to taking up the practice of rapid
ment methodology, relative to tradition- e-Learning development. In fact, it may become a selling point for its
al methods of development for your adoption.
organization? (Select only one.)
2% | Rapid methods cost significantly more
6% | Rapid methods cost slightly more
12% | Rapid methods cost about the same
23% | Rapid methods cost slightly less
28% | Rapid methods cost significantly less
29% | do not know

Staffing Requirements for Success

81%
46%
43%
24%
22%
21%
14%
11%

5%

4%

3%
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Q24.

In terms of staffing your organization to
be successful on projects requiring a
rapid development framework, which
skill sets are most critical? (Select up
to three choices.)

Instructional design

Project management

Subject matter expertise

Graphical design

Programming

Technical knowledge of infrastructure requirements
Technical writing

Web design

Other

Meta-tagging

| do not know

One of the concerns with rapid e-Learning is that in order to ach-
ieve a shorter timeline you have to give up something (e.g. interac-
tivity, look and feel, etc.). Perhaps this is why “Instructional design”
(81%) received the highest score by far. In order to make rapid
e-Learning as effective as possible a professional instructional
designer is needed so that quality is not unduly compromised. Just
s0, “Project management” so that the fast process stays on track
also seems critical to many respondents (46%).
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Issues of Quality

Q25.

9%

In your opinion, does producing e-Learn-
ing rapidly increase or decrease prod-
uct quality in terms of look and feel
and interactivity? (Select only one.)

Increases quality significantly

11% | Increases quality moderately
36% | Neither increases nor decreases quality
28% | Decreases quality moderately
8% | Decreases quality significantly
8% | do not know
Q26. In your opinion, does producing e-Learn-
ing rapidly change product quality in
terms of learner retention and demon-
strable changes in learner behavior?
(Select only one.)
6% | Increases quality significantly
13% | Increases quality moderately
45% | Neither increases nor decreases quality
15% | Decreases quality moderately
5% | Decreases quality significantly
16% | do not know

More survey respondents (36%) anticipate at least some
decrease in quality as a result of using rapid e-Learning methods as

compared to those (20%) who think there will be an increase in qual-

ity. Is it likely that the perception is that in order to gain something
(speed) you have to give up something (quality)? But perhaps, if you
do the development of the e-Learning in a different way as com-
pared to the traditional way, and have greater standardization (e.g.
quality templates) you can gain more in speed, but have less reduc-
tion of quality.

About the same percentage of survey respondents see an
increase in quality in terms of learner retention (19%) as compared
to those who see a decrease in quality (20%) when rapid e-Learning
development methods are used. This distribution could be a func-
tion of the fact that we are still too new in this area to have signifi-
cant experience and reliable data to make an accurate determina-
tion. At this point, most of what we know about rapid e-Learning
design seems to opinions and conjectures, but at least we have a
base line to work from as we determine what will work and what
best practices will emerge.

© 2005 The eLearning Guild. All rights reserved. http://www.eLearningGuild.com
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Rapid e-Learning: A Growing Trend, by Dianne Archibald
A brief overview of rapid development, and the processes involved from conception to implementation.
http://www.learningcircuits.org/2005/jan2005/archibald.htm

Exploring the Definition of “Rapid e-Learning,” by Bill Brandon

An e-Learning Guild white paper on the definition of Rapid e-Learning.
http://www.elearningguild.com/pdf/4 /rapid_elearning_whitepaper_3-2-05.pdf
Why Rapid e-Learning is Needed, Altus Learning Systems

A page highlighting Rapid e-Learning and how it fits into training programs.
http://www.altuscorp.com/?m=rapid-elearning&s=2

To learn more about this subjects:

To learn more about this subject, we encourage you to search the following pages on the Guild's Web site using the
words “rapid e-Learning design.”

The Resource Directory: http://www.eLearningGuild.com/resources/resources/index.cfm?actions=viewcats

The elLearning Developers’ Journal: http://www.eLearningGuild.com/articles/abstracts/index.cfm?action=view

*This survey generated responses from over 410 Members and Associates; these results are statistically significant and can be generalized to the entire Guild membership.

© 2005 The eLearning Guild. All rights reserved. http://www.eLearningGuild.com




RESEARCH REPORT / Rapid e-Learning Development

About the author

Joe Pulichino, Director of Research,
The eLearning Guild

Joe Pulichino began his career in educa-
tion as an English instructor at Rutgers
University over 25 years ago. Since
then he has held a number of senior
management positions in the technolo-
gy sector where he was responsible for
the development, delivery, and market-
ing of a wide range of corporate educa-
tion programs and services. Most recently he has served as
vice-president of education services at Sybase, vice-president
of eLearning at Global Knowledge Network, and CEO of Edu-
Point. He is an adjunct faculty member of the Pepperdine
University Graduate School of Education and Psychology
where he is completing his Ed.D. in Education Technology.
The focus of his research is on informal and organizational
learning. Joe is principal of the Athena Learning Group, a vir-
tual network of consultants and academics working in the
fields of learning, Knowledge Management, performance
enhancement and Communities of Practice.

The Research Committee Members

Ms. Dawn Adams, Content Manager, Microsoft Global e-Learning
Services

Ms. Karen Allnutt, Instructional Designer and Software Trainer,
Steelman Services LLC

Dr. David J. Brand, Learning Design & Technology, 3M Corporation
Ms. Paula Cancro, IT Training Specialist, IFMG, Inc.

Mr. Jerry Day, Sr. Technical Training Developer, Pillar Data Systems
Ms. Barbara Fillicaro, Writer, Training Media Review

Ms. Silke Fleischer, Product Manger, Macromedia

Dr. Silvia R. Folts, President, Distance Instruction

Mr. Joe Ganci, CEO, Dazzle Technologies, Corp.

Dr. Nancy Grey, Director, Pharmaceutical Regulatory Education, Pfizer

Ms. Sheila Jagannathan, e-Learning Specialist, The World Bank
Institute

Dr. Warren Longmire, Manager, Learning Strategy, Convergys
Dr. Maggie Martinez, CEO, The Training Place

Mr. Frank Nyguen, Senior Learning Technologist, Intel

Mr. Eric Rosen, Online Learning Strategist, Stanford University
Dr. Patti Shank, Managing Partner, LearningPeaks, LLC

Dr. Richard Smith, Instructional Designer, Amerind

Ms. Celisa Steele, Chief Creative Officer, Isoph

Mr. Ernie Thor, Senior Instructional Designer, Cingular Wireless

Ms. Angela van Barneveld, Sr. Learning Design Specialist,
Canada Customs and Revenue Agency

About the Guild

7 4 THE ELEARNING

resources, and publications.

The eLearning Guild is a global Community of Practice for designers, developers, and managers of e-Learning.

L UIL D Through this member-driven community, the Guild provides high-quality learning opportunities, networking services,

Guild members represent a diverse group of instructional designers, content developers, Web developers, project managers, contractors,
consultants, managers and directors of training and learning services — all of whom share a common interest in e-Learning design, develop-
ment, and management. Members work for organizations in the corporate, government, academic, and K-12 sectors. They also are employ-
ees of e-Learning product and service providers, consultants, students, and self-employed professionals.

The more than 16,000 plus members of this growing, worldwide community look to the Guild for timely, relevant, and objective information
about e-Learning to increase their knowledge, improve their professional skills, and expand their personal networks.

HE@LEARNING The eLearing Developers’ Journal is the premier weekly online publication of The eLearning Guild.
DEVELOPERS’ The Journal showcases practical strategies and techniques for designers, developers, and managers
JOURNAL.  of e-Learning.

The eLearning Guild organizes a variety of industry events focused on participant learning:

THE LMS/LCMS
IMPLEMENTATION
& MANAGEMENT

THE RAPID
ELEARNING
DEVELOPMENT

THE ELEARNING
MANAGEMENT

The eLearning Guild's

ONLINE FORUM.

Online Events...

SERIES.
Thursd
ursdays July 27-29, 2005 October 5-7, 2005 April 27-29, 2005
el.earning vl =
Face-to-f ten) = =ACN.
Facetoface Producer spn, DEvLEacw
CONFERENCE G E4P0 2015 200F§

March 14 -17, 2005 June 20-24, 2005 November 15-18, 2005

© 2005 The eLearning Guild. All rights reserved. http://www.eLearningGuild.com

ZL S00C 114dy /140d3¥ HOYYISIY






{in) asojizqu sasp
uB[sap aAlaplajuy
SUD3I0 BUILLIDAT

anjos pup y3dag
Juajuod Jo adAp
Juajuo3 jo ainjaniis

UOLIBIIDES Bululea

spot3aw A1aanag lﬁlm}

JU3IU0D Jo AI3ALap
PUE aJnjonJiis

asna asf]
2UN3INIIS 3)14
SpJOpUD]S $3p03

aPIs LWayshs

,QH__U uaddy

@

'd’yd ‘zauswir "3 Aoy
$SS9J04d USlS9(g SululedT-9 dluesIQ
suLuledT-9 AJNULW-€

Apendix B-1

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006






1
€9
19
€€
€C
81
1T

1T

ade

Xlpuaddy

sade J uossa 103 uoreIUdWNIO(] pue sydpng Surredai ] - ¢ daig
SUOSST pUe ‘SA[NPOJA ‘SWeIZ0L] 10] SPOYIRIA AT9AI[R( Sundofeg -  daig
u31s9(] 2AnORIRIU] 29 ddepru] Surdofpad(] -¢ daig

sade J uossa| 3urdoaaa( - ¢ daig

,SOTuRSI0), pue , SOIUBYDISIA], - JUSJUOD) JO dINJEN

Burured -2 SNUIN-¢ Ul ,SNAVETLISON, SUIAFHuap]

JUSJUOD) JO SINONIG

judju0)) urzrrogaye)) pue SurzAfeuy - 1 daig

ssad01J yuswidopaa( daig-g

Juawdo[PAd(] 9SIN0D) SUILILS -9 UI S[R3 ] UOWILO)) YT,
$s9001] uoneyuswedu Sururea - oy,

asodin g pue orduri SurprieaQ

SjuajU0)) JO dqeL,

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-3

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xlpuaddy

wod" SUTUTeI}S9}12UIIAGZoudWIlI

03 [rewsa ue puas aseald ‘zouswi( Aey
10BJU0D 0} USIM NOA IO 9DUL)SISSE 3I0W Pasu NoA J] g
“UOTeWLIOJUT UL30] INOA urejqo o3 urroj 3sanbair ayy ajoidwo) 1
wod Furures}sapdudia-mmm

‘parepdn Suraq Apjueisuod SI 33IS qam SIYJ,

»[00q STy} UT pajensny[r
m@~m—ENXQ @ﬁm mOEQﬂ w—\z >>vm>whhm 0] 93IS 2INJ9S w—ﬁ— SSodoe wmwwrﬂ

sa[durexy pue ‘sowraq ‘suornjensnj UIUQO

$S9201J USIS9(J Sururea -3 drueSiO pue JUTUILIT-3 ANUIA-E

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-4

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



W A e
ST 3
TR T T ]

il —_— 0 |
ST H iy
HADTIF SR80

fac TR TEEREETTE ] -
shilm ST Uac)
HTE RGN R ]

FARLHEED o AT

(VT1-9) aan3oaymory
Sururea -9 9y,

S
e3P SDUBULIONIDJ \ syutod uoneordde

10 Jut0J uonyeoridd
O HOREIAITEY JNO Y99S SIdUIed] Je )

Moys sIo1aeydg Jururesa|-a

r

,Qx.__u uaddy

"SIOpUdA J0 s1adofaaap
03 apraoid ued noA yeyy uoneyusWNOOP pue surfewy 4a3png e Junpor] ‘S

"S9SIN0D
3ururea]-a punos aonpoid 03 parmbai jas-puria pue s[[ys a3 Sururea| §

"30aloxd aup Jo syuswaanbar aremyjos pue swaysLs
Sururuuralep pue (Y1-9) 9IN309IdIy SUILLIEd -2 pue SUILLIEd -2 NUIN-C
Surdoaaap 105 siseq ayy se ssedoxd udisap sy} asn 03 moy Sururea| ‘¢

‘Juawdoraasp pue
uS1Sap 9SIN0D A} UT PaIdA0D sampadoxd pue sorueydaw oy} Sunuawsdwy g

‘Sposu
S,U0TjeZIue3IO A} pue S ISUILd] 9y} sjeau ey} juawdopasp pue udisap
9s1no0d 3ururea]-2 apInd 03 sydeouod pue sajdiourid ayy Surpueisiepun ‘1

:ur noA sdjay uSisaq Surures|-a oruediQ

asodmg

"3WO0dINO 3 ST JuruIea -2 anur-¢ ddourid ayy ysiduwodoe 0y aanpasord
days-Aq-days parrejap a3 sopraoid ssadoi ] udrsa(] Sururea -2 druediQ oy,

Jsurerd
-o1d Sururea-o dooasp A[prder o3 Aem jsajsey pue 3sadeayd ay osye st 3t
‘A1qerreaur Apueisur seapr Ajdde o3 syurod uonyesridde 10y sjo0[ s1ourea],,

ST} ST $S9001 ] uS1sa(] Sururea-2 druedi0 ay3 sapmg yeys ofdourid Aoy oy,

srdmdurig SurpriaaQ

‘ayd ‘zowowir[ *g vy hg
SS9D01d USBIS9g Suluiea]-a diuesiQ
sululea]-9 a3nULW-€

Apendix B-5

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Apendix B-6

o,
N e @ | swaisds By
- Buuiea- g7
auemlyog unosjeg
SUQNIUNY PUE S21ME3Y A A
g suzwasnbay
uipoy
dunsoy »
Japago) BIMINISEYU| R, Upawnny Sururea-s )nNUIN-€
aupay 4 Bupsa) m.m.c Auanoeiau wawdojprag
dudhioiouy 2R aopmuy Jesn EL o]
anmmyos . 2
> 1] qom Buipaeoqaog
v d s5920.4d4 udisag
v ] saanaaigo Buiuiean H
H UMDYy Bujusea -2
H SO sa1ga0e.0¢ Suiuiean
i Apmis Amgqely, .
A 22> suopeaynsnfBuiuueld/iOY 444 Aprag ssauipesy &
mol{ Juawdojana 123loay Suiuiea]-a
‘SopRUdIA pue syunyd ‘sppddnu ‘syoddius Sururesa-a nuUIN-€
jo juawrdoraaap ayy 03 sureyrad ssadorg uSisaq Surured -3 >ruediQ
‘ssa001d uoryeyuswadwir SuTuIed -9 [€10} S} SISA0D MOJa] Ieyd MO[J YL,
$S920.d uoljejusawsalduwi] suluiea]-a ayl
L
ad) Xlpuaddy ©®UBISa@ SuUIUIDaT-2 JIUDSIQ  SuluIedT-d SINUIW-E

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘GurureaT-9 jo syyouRq

[0 9y3 Surzifear ur syurensuod syuasaid pue A[3sod

s 3 “ssa001d uSrsop ay3 ySnonyy 3uroS noypm arem
-330s dyy10ads 313 03 wrexSoad SurureaT-a ue SurdopPasq

oejstua [ejeq g
T
Spisa mm | swaisdg 1By
= BujuiEaT- Sl
auemyog Sundajeg
IUONIUNY PUE saJmEa A ‘
g sauzwagnbay
uIpo=y
Zunsoy Y
-
Jatpao) < UMM YU =R EIPLLIN]) SurureaT-a IMUIN-€ JYSnoys [ednLD
dupaid < % SUpial, H“ Aiwnoesu| wawdo@ag noym yuawrdo[oap asInod Sururea]-o
ammyos - o 28 ooepsanu) sos) asnaz ur udisop reuononmsut feuonipen Sundepy  §
~ \\\Hwn =] qam Buipaeoqhioag
v ] ssazo.dd udisag .
- m‘ Sirealee T = Sa180[0UDa) JPUIIUT JO dINjeU
H e R sy Suiusea]-2 ) pue sioraeyag Sururea]-a jo sajdourid
- ay) Surpuejsiopun jnoyyim swerdord
v 54y mm_mﬂh”hm Wh_c._nm Sururea1-a Surdoenap pue Surudisaq ‘¢
i g Aujiqeip
A P22 00 suonedynsnfBuuued|oy 444 >
APOIS SSatApacy “u3rsap as1nod Jurures -9
oY} Sururjep a10Jaq aremyjos Juiseyping -
mo|4 uawdojaaa 108louy Suiuies-a i SUIHHOP 910399 Y eI T
"AIDAT[OP
jurxd 10 Sururern; wooiIssed 10§ paulIsap
‘sapeudiA pue suny ‘spddnu ‘syaddrus $981N02 950y} Sururea -2 0} SunerSyN T

Sururea1-a aurIN-¢ Jo juawdopaap ayy o3 sureprad uSissaq Sururesa-3 druediQ
‘ssad01d uoryeyuawerduwur Surures|-a 18303 9y} SISA0D MO[Dq }eyd MOTJ YL,

juawdojaraqg as4no) Suluiea]-9
u| s)jej3ld Uowwo) ay 1L

i Jxipuaddy @UuSIsa@g SuluipaT-a dlupSio  Bululea]-3 NULW-E

L]

Apendix B-7

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



B |
....:..Ln.”r samely sl

Duipiny
S

o) ST LY

Busny 44

a—

=y
e

LEREEELE

A pEbEkEE

=

Bagitag
L DES H T

ke

Bauinr) §i

® -!.-}"_.J.w .-.-.1|r.- .Jw
fial ..|.l.u dul _.l.-..._—.nu
EUEFLFUFTSR Y

- B AL
= I T ]
SR BRI S

Furpurogd g
RNy R3]
sanbiabyys Baniwe
Ry U]

i
w4

44

i
i
TR ] A‘

L= ]

e
E

Sl o Bonlitan
AP KIpqels
EpTOT BoEpay

M JLISL :_..w_..u.-,......“h . ___._".u_ u._ TN ]

[

-

..w...x__u:man_,q

‘suonTpuoda1d 9913 9say} Surasryoe
urapm3 days-Aq-days e apraoad 03 st g xipuaddy jo asodind ay .

Sururea -a ANUIIN-€

ssad01J ugIsa(q .m | et
A Sururea -3 oruediQ A ]

"3uruIes -9 ANUIA-C 0IUT JUSIUOD dJ} WI0JSUeI} 0} MOY Pue Jeym
JO B3PI Tead B 9ALY P[NOM NOA Jey} UOIIeULIOJUT 9A0qe 93 UM AJUO ST 1]

"uSrsap 10 JYSNOY} [EUOTIONIISUT
a3 uo paseq saurpwy pue 3unsod yim padojasap stuerd y o

"PRIEDIUNWIWIOD PUE PAjUWNIOP ST USISIP 10 JYSNOY} [eUORONISUI ],
"uayenapun st udrsap 10 ssad01d YINoy] [euonONISUI Uy 8

1)U 3q }SNW SUOTIPUOD 331U} 3} “UOTIN[OS
aremyos e 3urd[dde a10jaq Jey) puejsiopun A[Ies[d 0} pasau e SI I,

juawdo)araq as4no) Sululea]-9
U] S)JeJ31d UOWWO) SY3 SUIPLOAY

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-8

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



sadeJ uossa| 10J

S[00L pue uonejudwWINDO(] pue s3a8png Surredaig g

spoyjoIA oy} Sunpappg | P

Il amliamil sagn
A e i
0 0 LT

- — 3
AR 3L
HAPDIF LA

poganlagsg |
i pam uidag
u3Is9(J dAIIBINU] s o )
pue adejrajut Surdoppasq E i R
A g $$a001J uondnpoig druedio
Iapun [[ej ¢ pue ¥ ‘¢ sdaig
suoIsd(q ugsa(q sruesio
Idpun [[ej ¢ pue T sdaig
-93ed uossa] yoes 105 suonyesyyads
[eoruyoa) Surdo@Asp Ul SpUL pue JUIIUO0D JO
sa8eq uossa] urdoraasg Z Jud3uU0) sisATeue yiim syress ssadoixd oy, “swrerdoxd
Surzro3aje) pue Suizdreuy Surures]-s ANUIA-¢ 10§ USISOp punos
e aredaxd 03 sdajs feuasse aary are a1y,
) $S920.d Jusawdo)araq da3s-g
.QH__U uaddy @USIsag SuluipaT-a d1UDSIQ  BululeaT-d AINULW-€

Apendix B-9

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘sreo3 wrexdoxd ayy aaamoe

03 Lordws 03 ysim Aaipy spoyiow pue
5100} Jo sad £} aup ssasse pue ajenfeas
0} s1aurer} smoje ssa0oxd siyJ,
s[jooJ, pue

SPOYIIIAl Y.L, Sund3[9S

"SJUDWID
JULILJJTP 9y} Jo sdrysuorje[ax
pue morj “‘uoneSiaeu Jo JUSU
-dofeasp ayp ur sapmng yeyy oryewr
-9dS € OJUl PallaAUO0d puUek Paj}sa)
axe saded a3 pue Jusjuod A,
uS1s3(] dAIPRINU]

pue aoejidjuf Surdojaasag

‘surexd

-oxd Surureat-a SuruSisap pue
Sunum pue ‘safed no SurfeT :o1e
I PAISA0D) ‘JUSJUOD , PI[ILIIP pue
ydep-ur,, 03 saaowr uayy pue sordoy
JUIEI ISNUWL, [3IM S}Ie)s Surred]
JeLj} 2INSUD 0} PAIIPISUOD A[[njo1ed
JuRU0d pue Jy3noys jo diysuorye[ax
ym saSed jo ad 4y oyerrdoadde

9} UO JNO pref SIJUJU0d Y,
sa8eq uossa] Surdoraasg

F

,Qx.__u uaddy

*$89001d JuawIdoPAdP PUE UOT}II[S dILM)JOS

03 ssaooxd 3ururesa]-a a3 sadpriq dajs siy ] “Surwn pue
unsoo se [[om se sjuawaimbai swaysAs pue suonouny
‘S91INeJ A} SUTLIUOD JeU} UOTIRIUWNIOP OJUT UFISIP
19y} AoAuod s1adofaasp pue srauren; sdppy dajs reury sy,
sadeJ uossa| 10J

uonejudwINDO(] pue s3a8png Surredaig

— F00 i)

STUE iy

FAAHTIF SRE0]
el s iag
Yim S0 WA
FIERT RN AR ]

AR Jo B

‘ssadoxd Gurures]

9} JO [OIIUOD 19339 ALY 0} SISULIES] S[LUd

03 saded uossaf uo jusjuod Jno Aey s1auren; sdjoy
uonezrrogdayed siyJ, ‘saoard pue syred jueasar
pue pazrueSIo ojur JUU0d UMop Junjearg

§sad201J uonPnpoi] druediQ

I?pun [[ej ¢ pue ¥ ‘¢ sdaig

suorsd( udisa(q >ruedip

Iopun [rej g pue T sdaig

Judju0)
Surziodaze) pue SurzAfeuy (1

“days yoea jo s[rejap a3 axe asay [,

$S920.d Jusawdo)araq da3s-g

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-10

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



{In) aofia3uy 1350
uB1s3p aAla0433u]
SUDIIID BUILIDST

UoLIeInae sululea
L 11284 aul 1 P

24dnjanags ajid
SPUOMIE)S 53007

spoyaw fiaanag —— apis Wwajske

anjoa pup yidag . .
Juaguod fo adh]
Juajuod fo auinanais

JU3IU00 Jo Alaaljap
PUE aJnjoniis

r

,Qx..__u uaddy

judjuo0)) Jo AInjeN (D

juauo) jo sisfeuy (g

JUBIU0D JO 2INPNNS (7

(V) y3m paaooid “U0ssa e palyiiuspI aaey NOA 90U
“JUR3U0D INOA Jo sapRudiA 10 sjoddius ‘seapr renueid
IO [[EWS UTBJUOD SUOSSIT "SUOSSI] PUE SI[NPOW YIIM
aurpno ue ojut werdoxd mok umop yeaiq () prm
31838 NOA 910§9¢ “SUILLILI -2 JNUIA-C UL PIIIAI[RP

9q Aew U0SSI]  "UOLIRULIOJUI JO APOq d[qepue)siopun
e SUTBIUOD Jelj} 98 Pa[Mouy JO JIUN B S UO0SSI[ Y
:ALON

*SIOTARYg SUTUILdT-d

pue “, syurod uoneoridde,, Ajdde pue pury Aoy3 moy
“UTea] SISUIE] MOY] JNOJE SIALIDAOISIP ) UO paseq

st swrexdoxd Gururea-o Surdopasp ur yoeoadde sy,

‘suoIsIap A39yens Suruies|-o

pue sarpnys AJIIqera pue ssaurpeal ayj Jo synsal

s A4q papind aq pinoys ssad01d udIsap Y[, *S$9001]
juswdo[aad(q daig-g oy Mo[[oF “SUILIes -9 10§ JUIFUO0D
jsnlpe 10 AJrpout 419AU0 41pa “O3im ‘aredard o,

JU3lU0) SulzL10893e) pue SulzAjeuy - | dais

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-11

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



prueifq ,syurog uonedrddy,

"JU3jU0)) JO INPONIG dY) puejsidpun
o0} st ,syutod uonyeordde,, Ajrjuapr o3 Aem AJuo ayf,

UOHBUIPIOOD pue w‘
sdrysuonerar ajdoag 0408 X
0

SULIOJ “S90UD19Ja1 ‘S[00 ],
saampadoxd _—
‘sdays ‘syse) ‘59559001, ]
seaprt Lo ‘sardmourid ﬁ %0T

‘SauI0dInNo QOUBULIOLIS ]

BIP] OULULIOJIS ] \

10 yuroJ uoryedr[ddy

Xlpuaddy

“Juajuod Jo ad £} oy yojew 03 suornjos
pue s[oo} “erpaw Sururea -2 JYSLI A} 93Ld0[[e
ued NOX "ASUOW pUe SWII} dALS 0} NOA SMO[[}] '€

‘sqol 9A130adsar 1oy 10§ s1apew ATna) yeys
Gurures| uo Apomb snooy sxaures sdpy i ¢

*S3[NSa1 J0 ddueuLIOfIad
uo joedwr 1ey31y aaey Jey) sanranoe Jururer)
pue juajuod aznrrorid 0} nok smore iy 1

£3UR3U00 ddueuLIoydd uo Sursnooy pue Juajuod INoA
JO 21301138 9} SULISA0DSIP W0y paured 9q ued S3auaq Feym

sjgauRq AL

‘yuawrdoresap dn spaads osye 31 “uony

-onpouid o s3s00 pue ,3eo[q,, Y} SIONPAI FUFUOD % ()7 DY} UO JuduL
-dofeaap Sururea1-2 ay Sursnooy “sawod)no adueuLIogad uo st
snooj oy} “udisa(q Sururea -2 oruedi0 pue SUnLIed -9 ANUIA-C U]

(%) pue () “(c) sod &y
UI S[[ej JU23U0D 343 JO %08 M “(T) 2d 4 sTye Jus3uod 5,02-01
A7eyewrrxoxdde jo systsuod wrerdoad [eord A3 e yety) 9A19sqo [[IM NOX
uorneurpood pue sdiysuonear ajdosaJ §
SULIOJ “S90UDI9Jo1I ‘S[00 ], "¢
sarnpadoid ‘sdoys ‘syse} ‘sassadoiI] ¢

(,,s3urod uoneorjdde)

seapt Aoy ‘sajdourid ‘sswodino souewIoyI9 g 1

umwﬁﬁ.imwdlw SINUIJA-¢ OJUTI JU23JUO0D UOSSI] puk Sa[npour QNMHOWQU—GU

Juojuo)) JO 21njdning A7

JU3lU0) SulzL10893e) pue SulzAjeuy - | dais

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-12

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



uornjeurprood pue sdrysuonear sjdos g §

SULIOJ “S90UQI9JaI ‘S[00], ¢

sampadoad ‘sdajs ‘syse) “S9ssad0I] '

(,,syutod uonyeordde ) seapr Lo “sojdiourid ‘SaUI0dIN0 SDULULIONID ] T

o Ay1apdy

‘suosrad
snomidsns 90130uU NOA J1 03 310da1 10 [[ed 03 OYM ‘T T

‘nok
Surpniour ‘oyes St SUOAIIAS 2INS W 03 MOL] ‘0T

“JuapIOUT JO 9d A} ST} UT SI9A0D 90URINSUT Ueq 33 JeYM 6

Xipuaddy

*}IN1] 91 SIAWO0)SND 3SD UT SNI[IqRI]
Auedwod uo sme[ 9y} pueIsIapun 0} MO ‘g

‘JuapIOUl
oy 310dax 03 9pINS 90ULISYOI A} SN 0} MOL] “/,

“wired Aeys srowoysnd d[ay 03 MOo1] 9
“wirere oy} 193311 03 MO °G
-90170d A [[e2 03 MOT] “F

‘staddn-pjoy
renuajod AJpuapr pue ssasse 0} MOF] ¢

“wiyed Aejs 0} MO ‘¢
‘310da1 juspmour /juspooe ue aredard 0y Mot T
:urex8oid a3 JO SJUDIU0D A} JO SWIOS dIE ISA ],

‘A12qqore
JO JUDAD 3} UI Op 0} JeyM SI9[[9) Sjueq urer) o} sjuem werdord y

"(wrex3oad e jo syuajuod JO d[qEI SNONTIOL € SISTY])
*JU3JU0D JO 21n3011)s Y3 Jo ajdurexa ue sT MO[3q Pajuasaig

*A10337€0 JeyM JOpUN [B] P[NOM SJUSIUOD JO I e}
A} UT W YoTym papraoxd aoeds ayy ur umop aIpL ANATPY

“JUSJUO0D JO Sa110391eD 9y} Jo aNO
© sn sop1A01d SJuaju0D JO S[e) A [, "MIIA OIDLW B WIOLJ JUSJUOD
Jo sar10393ed a3 AJrpuapt noA sdjoy as1o1axa sty ], :asodimg

JUSJUO0D JO MIIA OIDEIN
V1 # 3SI2I3XH - JUUO0D) JO 3INPNnIg

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

\4

Apendix B-13

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



uoneurpiood pue sdiysuonerar ajdoaJ E

SULIOJ ‘S90UQI9JaI ‘S[00 ], H

sampadoid ‘sdajs ‘sxse} “S9ssad01 ] H

(,,syurod uoryeoridde,) seapr Aoy “sojdiourid ‘SauI093N0 SOULPWLIONIS ] H
“JuRyu0d Ay Surzrio3ayed 103 oping e S1 I

sar1083je)) Judju0)) 03 IpIN)

Xlpuaddy

(] =] [=] (e

(o]

SIomMmsuy

‘suostad
snonidsns aonjou noA j1 03 310da1 10 [[€d 03 OYM "TT

‘noA
Gurpniour “oyes ST OUOAISAS 91NS A eUI 0} MOL] ‘0T

“JUapIdUL JO
ad A3 sy uT S19A00 ddUEINSUL U] 33 FeUM 6

*}IN1] 91 SIAWO0ISND ISLD UT SINI[IqRI]
Auedwiod uo sme[ a3 puelsIapun 0} MO ‘g

‘JuapIOUl
oy 310da1 03 9pIN3 90UISYOI A} SN 0} MOL] “/,

“wired Aeys srowoisnd d[ay 03 Mo1] 9
“wirere oy} 193311 03 MO °G
-9o170d A [[e2 03 MOT] “F

‘szaddn-pioy
renyusjod AJnuapt pue ssasse 03 MOE] ‘¢

“wired Aejs 0} MO g
‘y10darjusprour /yuspooe ue aredard 0y MOF] ‘T
‘wrex3o1d a3 JO SJUSUOD J} JO SWOS DI IS ],

*A19qqo1

© JO JUDAD AL} UL Op 0} JeyM SI9[[d} ueq Urer} 0} papaau st werdord y

‘(wrex3o1d e 10§ SJULYUOD JO J[qL} SNOIIIOLY € SISIY )
JUdju0d Jo 21n3oNNs 33 Jo aydurexy

JUSJUO0D JO MIIA OIDEN
V1 # 3SI2I3XH - JUU0D) JO 3INPNIg

\4

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-14

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



uorjeurprood pue sdrnysuonerar adosg E

SULIOJ “S9OUQI9JaI ‘S[00 ﬁ

sampadoad ‘sdajs ‘s)se)} ‘sassad01 ] H

(,,syurod uoryeoridde, ) seapr Aoy “sofdiourid “sour00)no soURWLIONIS | H
“JURIU0D A} Surzr10393ed uo apIng e SI 1L ]

sar10893e)) JUdjU0)) 03 APINS)

"sanIere] proae noA yeyy arns axyew 03 sdays reonoead axe axo1y 1nq ‘mog
axe suoryenjis dn-pjoy ur aJ1] JO SSO[ IO SYIEap “Ud}JO JSOW Jey} SMOYS
Apmnys siy, “sdn-pjoy sjueq jJo saIpnis uo Jd1Ie JUIISaISIUT Ue PIaNSsT

os[e [ 9], "'SUOIIeN)IS [NJSSIIS I9)SL Ued NOA MO Jnoqe a10u
urea] 03 ysim noA 1 swrerdoxd soue)sisse saLojdurs mara 10 10[SUN0d

Auedwod 9y 31S1A OS[e AeW NOX [OIIU0D UT 3¢ 03 MOY] U0 sd1} JUS[[90Xd

pul [[IM NOA ,,‘SUOIIeNIIS [NJssa1ls S[puey 0} MOL],, dpIn3 a3 uj

Xlpuaddy

*J[9SINOA JO [0I3UOD UI 21k NOA ssafun s1ayjo d[oy jJouued
A[[e91 no X "uonenis SIsLD € 981eyd A[[euojouws pjnod
noA “syoeq Y81y 03 ST UOT}OLII JULISUL INOA J[ "SISLID B Ul

sapniie oA pue “UoTeULIOJUT pue 98 pa[mou Jo junowe
a3 £q padusn[jur A[TABIY] 918 SUOHOWD INO X "W} [OIIU0D
0} uIea] 0} AeMm }$3q Y} ST AW} JO PLayE SUOHOWD INOK
Jnoqe Surures| “A[[eryuassy ¢ SUOIIOWD INOA d[puey noA op
MoL] yurod Sunae)s ayj SI SUOKOWD UMO InoA Surjpuep]

inox ¢3siry a3euew noA ysnur uosiad YOIYAA “SIaW0ISNd
oA pue 19qqo1 3y} ‘seafofdurs-0d ‘noA :a9idoad jo sdnoi3
IN0j }seay Je aIe aIaY) “uorenyis dn-pjoy e uj ‘paxe[a1

pue wyed Aejs AeW SISJ0 SEIIdYM “JealLf} € Jo u3is oy

ye orued Lew swog "sAem JuaIdJIp UI SISLID 03 30ea1 9[d0d ]

H *(Sururea -2 ouIN-¢€) ‘nok
Surpnpour ‘oFes ST aU0AIIAD 2INS dd[ew 0} MOH “OT

*A19qqO1 € JO JUIAD
3} UI 0P 0 JeyMm SIS[[3} Uueq urer) 0} papasu st werdord vy

‘(wrex3oid e 10§ SyULYUOD JO J[qL} SNOLIOLY € SISIY )
‘Judjuod renuerd ay) Jo aydurexs ue sy MO[3q pPIJUISILJ

*Sa11089)8D

ay} 03 puodsarrod 03 Juaju0d 3} Ul sasexyd 10 spIom ay)
1eau roquinu Surpuodsariod e nd pue surreopun 03 ysim
Aewr no X 'saL10393ed YDIYM 03Ul [[€] SLIPI YdIYM dIew pue
UWINJod 397 9} UO JUJU0D re[nuerd ayy Apnig :AIAndy

“JUSIUOD dZII
-0393eD Joy}INJ ULd oM “M3IA ST} Surpuejsiopun Ag *Mala
re[nuerd oy} Apnis MOU 9M ‘g T# ‘OSIDIIXD SIU} U] "SIUd}
-U0D JO J[qE} 9} JO MIIA OIDBW 3} PIAIPN)S oM “Sururer)
I9[[9} Urq JO UOH}RXSN[[I 9} “V [# 9S1o1aXT uf :asoding

MIIA SUTUIRIT-d IMUIA-E
qT # 9SIIAXY - JUIJUOD) JO AINPNIG

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

\4

Apendix B-15

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



uoneurprood pue sdnysuonerar ajdoaJ E

SULIOJ “S90URI9J91 ‘S[00 ], H

sampadoid ‘sdajs ‘sxse} “S9SSa001 ] H

(,,syurod uoryeoridde,) seapr Aoy “sojdiourid ‘sauI093N0 SOULPWLIONIS ] H
“Jua3u0d A} Surzrio3ayed uo aping e st MoPyg

sar1083je)) JUdjU0)) 03 IpIND)

Xlpuaddy

H “S9T}I[E)E] PIOAER NOA Jey) a1ns axyew 03 sdajs [eonjoeld are a1}
/ﬁﬁ ‘MoO[ ax1e suoryeniis dn-poy ut 9J1[ Jo sso[ 10 SU3eap ‘Uajjo
JSOUW Jey SMOYS Apns s1y [, “sdn-proy sjueq jo sarpnis uo

E \wEEm JunsaIajur ue pansst os[e [, 9Y.[, "'SUOIeN)IS [NJSSaI)s
I9)SeU Ued NOA MOY JNoge I0W WIed] 03 YSIM NoA J1 swerd

-oxd aoueysisse saAo[duwd mata 10 10[esunod Auedwod ayy

H 2ISIA OS[e AeW NO & JOIFUOD UT 3¢ 0} MOY U0 sd1} Jus[[20xa puy
[[IM noA |, ‘Suoreniis [nJssans s[puey 0} MOL,, apm3 ay3 uy

H *J[9SINOA JO [OIFUOD UL dI8 NOA

ssa[un sIayjo d[ay jouued A[[eal no K "UoIenjIs SISLD € adreyd
. A[euonows p[nod noA deq JYS1 03 ST UOIIOLSI JURISUL INOA
L

“J[ "SISLID B Ul SOpNjIje INOA pue ‘UOIRULIOUL pUR 33 Pa[MOu]

JO JunoOwe Y} Aq PIOUSN[FUL A[IABIY] DI SUOIOWD INO X "W}
H \ [OI}UOD 0} I3[ 0} AeM }Saq A} ST 9} JO pedye SUOTJOUD
moA mnoqe ururea] ‘AT[eryuassy ;SUOT}Oud oA aypuey noA
\Qmw MO yurod Sunae)s oy SI SUOROWD UMO InoA Surjpuep]

T
. iNo X ¢3s11y 9deuews noA ysnuw uosiad
H T UOIAM SIOWOISTD INOA pue 1oqqot oy ‘Saaho[durs-00 ‘moA
:9[d03d Jo sdNOIZ IN0F JSEo] J€ o1 oIoLf} “UOenjis dn-pjoy e

E%uxﬂwa pue wyed Aejs Aew SI9Y}0 SLaIdYM ‘Jealy e jo udis
a3 e orued Lew swiog “sAem JUSIDFIIP UI SISLID 03 30ea1 9[d0d ]

MOJ9(q SIaMsuy n
‘no

H Surpnpour ‘oFes ST aU0AIIAD 2INS ddew 0} MOH 0T

*A19qqO1 € JO JUIAD
3} UI 0P 0 JeyMm SIS[[3} ueq ures) 0} papasu st werdord v

*(urex8o1d e 103 SJUSYUOD JO S[qL} SNOTIIIOL B SISIY ) ‘JUIJUO0D
Sururea-a aMuIA-¢ Jo aydurexa ue ST MO[aq PIJUISILJ

MBIIA Surured -3 IMUIN-E
d1 # 9SIDIAXH - JUIIUOD) JO INPNIg

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

\4

Apendix B-16

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



uoneurpiood pue sdiysuonerar ajdoag E

SULIOJ “S90UDI9Jo1 ‘S[00, HH

sarnpadoid ‘sdajs ‘syse) ‘Sas53001] H

(,,syurod uonyeoridde,)) seaprt Loy ‘sapddurid ‘sowrooino souewIofIa g H
"JURIU0D 3} SUIZ110337d U0 9pIn3 e ST 2I9L]

sar10893e)) JUdjU0)) 0} APIN)

Xlpuaddy

*S911089)ed SNOLILA U} JUDJUOD
remnuerd ayy ur Ajyipuapt pue syderdered may e moaraay

*K1039yed syurod uoryesridde 10
,,S9WI02JNO dUeWIofIad , B Se POjIiuSpI JUSUO0D Ie[nueid
© 0} UMOP [[HIP ‘@A0qE T }IeJ UI JUdjU0d auwres oy} Suis)

MIIA SuTuIRdT-3 ANUIA-E - T MeJ

*S9110393€D 9} AJIIUSPI “MIIA OIDEU € WOL]

*GUIULILI -9 OJUT }I9AUOD 03 Ysim Aewt noA urerdoxd
ays st s1y [, ‘uoneziuedio moA wouiy werdoxd Sururen
unsixa ue Jo SUI[NO JuIUres) Y} MIIAJI PUE }OI[OG

MBIIA OEIA - T ]
"3SI1019X3 Jred-omy e ST ST T,

aswiaxq uonedrddy

DT # 9SIDIdXH - JUIJUO)) JO 3INPNINS

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

\4

Apendix B-17

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



,'SUIEdT ISNAl,, Y} AJHUdpI 03 pasu am ,‘sjurod
uonedrdde, jo ssaunjasn dy} IBYMNJ dunj durj o,

uoneurpIood pue =
sdrysuonerar ajdosg
SU1IO] “S90UD19Jo1 ‘S[00 ], %008
saampadoxd
‘sdays ‘sxysey “sassad0I] -
seapr Loy ‘sordrourid 0 -
syutod uorjeorjdde /o0
SOUIOD}NO SOURULIONID J
0 E]
SuIea ISnA ﬁ /o0C 513
30 %01

©IP] POUBULIOJID |
10 JuroJ uoryedriddy

"S}Nsar
a3 JO 9,08 D1LAID ey} FUIUO0D % (7 3} UO SND0J 03 NOA SMO[[Y T

"S}[NSaI 0 SUOIINLIJUOD JULDYTUSIS Ie pue syse) Jo uonadurod
joedur Jey) SWId3I JUIUOD IS0} d3e[ost Ia3ang noA sdapy ‘1

L SNAVHTISNN,, 243 SuLRA0SIq
s31jouaq Y.

jasn
J10 Juawa[dwr 03 JNDIJIP IO UIed] 0} pIey] aIe A3} 9snedaq SAIOUSD
-[Joul pue UorjeIsniy yonur os asned sordoy asayy o - A noIIq

Juonezruedio ayj 0] Jurdewrep aq Prnod ‘pPajddrIod Jou
JIYoIYM ‘s10119 Jofews proae sxaures] djoy sordoy 9sayy o(J - s1011g

"DURISJJTP
31q e 93[eW PINOD JeY} SAW0INO a1 3saY [, ¢ A1fenb 1o ao1A19S 19100}
-s1d “3umINd 3500 “MOTJ Ysed ‘sayes 1oedwr sordoy asayy o( - anfe A

LSNAVIT ISNIA,, 10F BLIdILID

SNAVATISNIA, 2T uajuod sdueuriojrad [[e jou jet]) 90N
“sse} e wroy1ad AJ[ngsseoons 03 Iopio ur adpaymouy , Aousmrjord

3UIIOM , IO S[[IS 3} SPISU ISUILS] 3} YIIYM I0J ‘S)[NSI U0
Pedur y3ny A194 sey jeyy juajuod are  SNYVHT LSO, , SNIAVHT
ISNIN,, 21e £9y) Jey} AJLI9A 0] SW)T JUSJUOD IS} 1S} ‘Seapl A3 pue
sardourid Ay ‘sswooino sodueuriogiad sy payIyuUapI 9ALY NOA 193y

"S}[NSaI Y} JO %08
seonpoid 9,0z 9y 0z /08 oy Sutd[dde si sry | a8 pajmou payrerap
J10 9DUDIDJAI ‘ATRPU0d3S WOIy JUaIu0d SN VAT .LSNIA,, 94} 91e[0SI
pue SUTULIS)SP 03 ST JUaju0D 3} Surzrrogajed 1ayye dajs 3xauay |,

LSNIVAT LSNIA,, Surjruapj - juajuo)) jo sisAfeuy

d

Apendix B-18

www.vignettestraining.com Organic e-Learning Design Process ®

JU3U0) Sulzl10893e) pue SulzAjeuy - | dais
Xlpuaddy

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Copyright 2006



Xlpuaddy

UOIeUIpIO0d pue
sdrysuonerar ajdoag
SULIOJ “S90UDI0Ja1 ‘S[00 ],
saampadoxd

‘sdays ‘syse) “s9559001]
seaprt Ao ‘sordourid
‘syutod uoryeoridde
‘SOUWIODINO SOURULIONID J

(s3p11D)
Seap[ OURULIONID ]

10 syuroJ uonpedrddy

%0¢ 243

SuIed | ISNA ﬁ 30 0L

UOTJeUIpIo0d pue
sdrysuonyerar aydoag
SUIIOJ ‘S90URI0JoI “S[00],
sampaooxd

‘sdoays ‘s)se) ‘59559001 ]

0008

seapr Ao ‘sardourid 0
‘syutod uoneorydde /o0C
‘S9UIODINO SOUBULIOJID
0 E]
SUIed  ISNA ﬁ / oONo 1 / (saro11D)
30 %01 SEaP] DURULIOJID ]

10 syuroJ uonyedrddy

*032 “sur1oy ‘sdays ‘sassadoxd

SI 9,08 9[IYM “sauiod)no soueuriojrad pue wrea
ISNIA[,, SB 9 07 SBY FUSIU0D Jey} A[OYI] SI I “JUdIU0D Y}
dyeuInss 0} quinu ayedard3e ue 393 03 “I9AIMOL]
‘Jua3u0D Jo sdnoig ur seapr aduewrroyrad se

syutod uonyeoridde,, pury osfe Aewt nox

‘sdiysuornye[ar pue suLIoj

‘sysey “sassavoad ur syurod uoneordde,
pury Lew no & jusjuod jo ad Ay yoes

ur punoj aq Aewr syurod uoneorddy,

SJUDJUO0D JY) uI
sjurod uonesiydde pury 03 araym

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-19

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



¢asn 1o yuawaduur
01 JNOLJIP 10 UTed] 0} pIey e A3} 9Snedaq SaruIdIjJoul
pue uoneNSNI Yonuw os asned so1doy 9say) o - AmdgIIq H

¢ Aueduwiod a3 03 Surdewrep aq prnod PajodLIod J0U JI pue
‘s10113 1o[ew proae smoures] djoy sordoy asay) o( - s1011g H

"90URIATP S1q € axyewr
PINOD ey} SaW0dINo aTe 3saY ], ¢ A11Tenb 1o 901A19s ToW0ISND
unnd 1500 “MofJ ysed ‘safes joedur sordoy asay o( - anfe A H

,SUIEdT ISNJA],, I0J BLIdILID

"SamIeIey proAe NoA yey) ans axyewr o3 sdays

Teonoead are 213y} nq “mo[ axe suoryenjis dn-pjoy ur aJ1] Jo SSo[ 10 Syyeap
“U3)J0 Jsow Jely) smoys Apnjs sty [ “sdn-poy sueq jo sarpnjs Uuo S[d1Ie
3ur)sazaiur Uk pansst os[e [g,] Y [, "“SUOTIENJIS [NISSIIS I9)SkLl Ued NOA Moy
Jnoqe 210w urea] 0 Ysim noA i surerdoid aoue)sisse saAojdws ay) mata

10 10[asunod Auedwod ayj} 99s os[e Aew NO & "[OIJUOD UT 3q 0} Moy uo sdny
JUS[[90X3 PUTJ [[IM NOA  ‘SUOTIEN)IS [NJSSAI)S S[pUeY 0} MOL], 9P a3 U]

RICERITO

JO [OI}U0D U 91 NOA ssa[un s1ajo d[oy jouued AJ[eal nox ‘uoneniis sIsLo e
a3xeypd A[reuoniowrs p[nod noA ‘sIay3o yoeq Y3 03 ST UOHILaT JUe)sul InoA j

Xlpuaddy

"SISLID B UI SOpMjIje INOA PUe “UOTRULIOJUI pue 98 pa[mouy Jo
junowre sy} Aq paouaNur A[IALIY I8 SUOTOULD INO X WS}
[OIYU0D 0} UIea] 0} AeMm }$3q Y} SI JWI} JO peale SUOOW
InoA noqe Surured] ‘A[[eRuassy  SUOROWD INOA d[puey nok
op mof] ‘yurod Suryrels sy} SI SUOIOW UMO INoA Surpuer]

iNOX ¢1siy 98euew noA ysnw uosiad YoIyp

"SI9UI0ISND INOA pue 19qqoi1 3y} ‘saako[durs-0d ‘noA :adoad jo
sdnoi3 1oy jsesy je are a1y ‘uonyenyis dn-poy e uj ‘paxe[ar
pue wyed Aejs AeuW SI9J0 SE2IdYM “JealLf} € Jo udis ay)

ye orued [[Im SwOgG "sAeM JUSISJJIP UI SISLID 03 Joear 9[d0d ]

‘noA Surpnour “aoes ST JU0AIIAI 3INS d[LUW 0} MO “OT

*A19qqO1 € JO JUIAD
3} UI 0P 0 JeyMm SIS[[3} ueq ures) 0} papasu st werdord v

‘Sururea -3 aMuUIA-¢ € Jo aydurexa ue st Mo[ag

"BLI9)LID ) 0} puodsarIod 03 Juajuod
Ay ut sasexyd 10 sprom ayj 1esu pquinu Surpuodsariod

ejnd pue surpLpun) ,'SNIVHTISNIA,, OUT [[e] seapt
Jeym sIew pue Mo[aq JUajuod Je[nueld sy} Apnis :AJIAIPY

JuLU0d A woxy SN VAT ISNIN, 943 AJuapr

0} UTed] 03 SI Y Z# 9SIaXy Jo asodmd ayT, “errejrd jurod-¢

e 0} 3uIpI0dd’ JULIU0D Jo Apoq Ay} woxy , SNAVHT LSO,
AU} 9JL[OSI 0} MOY PILLIEI] UL} M * FUSFUO0D SUTULIES] INO

JO M3IA SUIUIEST-3 JINUIIA-C PUR MIIA-OIdBW d} JO Jurpue)s
-1opun ‘saded snorasixd ayy ur sasroxa y3noayy “‘padofeasp
am “ordurexs Gururen) 1a[[93 ueq ayy 3ursn) :dsoding

Sururea -2 AMUIA-¢ Ul ,SNIAVAT LSO, UL
VT # 9SIDIdXT - JUdju0)) Jo SIsA[euy

JU3lU0) SulzL10893e) pue SulzAjeuy - | dais

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

d

Apendix B-20

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



¢asn 1o yuaursrduut
01 J[NOLJIP IO UILS] 0} pIey a1e A3} 9SNeddq SIUSIIIJUL
pue uonensniy yonw os asned sdrdoy asayy o(J - AN H

¢ Aueduiod a3 03 Surdewrep aq prnod ‘pajdaLiod JoU JI YIIYM
pue ‘s1o.112 1ofew proae sioured] djoy sordoy asayy o(J - sxo1xg H

*90URIRYJIP J1q € oyew
PINOD Jey} SOW0IN0 Ik sy [ ¢ A}ifenb 10 ad1AISS 1ouo3snd

uriInd 3500 “MoTj ysed “safes 3oeduur so1doy 9saty} o(J - In[eA H

,SUIET ISNJA[,, 10J BLIILID

‘SafjI[ejey proAe noA jeyy ans asyewr 03 sdajs

reonoead axe 2193 Inq ‘Mo a1 suorenyis dn-proy ut a1y Jo ssof

IO SUJEap “Ua}jo JSoul Jety} smoys Apnis siy [, ‘sdn-pjoy sjueq jo
SaIPNIS U0 J[O1)IEL JUNSISYUL Uk PINSSI OS[e [ Y], ‘SUOen3Is
[NJSSa1)S I9)SeUT ULD NOA MOY JNOJE SIOW LLIL3] 03 YSIM NOA J1
swerdoid aouegsisse saLojdurs mata 10 10[esunod Auedwod ayy
JISIA Os[e Aew No & "[OIU0D Ul 3 0} Moy uo sdn} Juaj@oxa pury

H [[IM NoA | ‘SUOT)eN)IS [NISSIIYS A[PULY] 0} MOL],, 9pINg ayf uf

*J[9SINOA JO [OIJUOD UT 3IE NOA SSajun

Mﬁo djoy jouued A[[ea1 nox ‘uonenis sisto e a3red AJe
-UOT)OWd P[NOJ NOA “SIAYJ0 deq JYSIJ 03 ST UOTOLII JULISUL INOA
H 31 "SISLID © UI S9pN}I}je IN0A pue “UOIjeuLIojur pue 93paymous|
JO Junowe 9y} AQq PAdUSN[JUI AJIALIY 1€ SUOLJOUID INO &

“WIaY) [O1JU0D 0} UILd] 0} AeM 1S3 9} ST dUIT} JO peale SUOTJOWd
H InoA noqe Surured] ‘A[[eRuassy SUOROWR INOA d[puey nok
#ZSoI ‘yurod Suryre)s 9y} SI SUOIOWd UMO InoA Jurfpuer]

MO[3(q SIdIMSUY

iNox

¢asay 98euew noA ysnur uosiod

UOIYAA "SIDUWIOISND INOA pue 19qqoi 9y} ‘saaho[durs-00 ‘noA
:91doad jo sdnoig 1nojjsea] je a1e 1oy} “‘voryenyis dn-pjoy e
U] "paxe[aI pue wed Aejs Aeu SISYI0 SLaIyM “}edry} e Jo udrs
a3 3e orued [[1m awog "sAem JUSIDIIIP UT SISLID 03 Joear 9[doa

‘noA
Surpnpour ‘oFes ST aU0AIIAD 2INS dd[ew 0} MOH “OT

*A19qqO1 € JO JUIAD
3} UI 0P 0 JeyMm SIS[[3} ueq urerj 0} papasu st werdord v

Sururesa-3 anuIN-€ Ut ,SNAVAT LSO, UL
VT # 9spIaxyg jo deosay] - jusjuo)) jo sisAreuy

Apendix B-21

www.vignettestraining.com Organic e-Learning Design Process ®

JUdU0) Sulz110893e) pue SulzAjeuy - | dais
Xlpuaddy

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Copyright 2006



Xlpuaddy

¢asn 1o yuaursrduut
0] J[NOLJIP IO UILS] 0} pIey a1e A3} 9SNeddq SIMUSIIIJUL
pue uonyensniy yonw os asned sdrdoy asayy o(J - AN H

¢ Aueduiod a3 03 Surdewrep aq prnod PajodLIod J0U JI pue
‘s10119 10[ew proae sxouwrea] djay sordoy asayy o(J - s1oxxg H

*90URIRYJIP J1q € oYew
PINod Jey} SawodIno are asay ], ¢ Ayenb 10 901A19S ToWOISND
uriInd 3500 “MoTj ysed “safes 3oeduur so1doy 9saty} o(J - In[eA H

+SNIVAT LSO, 103 BLIBDILLD

« SNIVHTLSNN,,

a1 Aynuapt pue (s)yderdered oy marasy “A10893ed  SWOdNO
souewrrojrad | a3 Uraq 0} PalIIuapI NOA UDTYM JUSJU0D Te[nuerd
3} OJUT UMOP [[LI(] "D T# 9SIDISXH WOIJ JUSJUOD dUTes auf} asn Aewr
No X “SUruIes|-a 03Ul I9AUOD 0} JUBM NOA Jel} JUSJUOD € IO UOoIez
-1ue310 INOA WOIJ JUaJu0d 3sn pue AJiiusp] :AIAndY 29 asoding

Sururea-d
NUI-€ UT ,SNUVAT LSNIA,, Sutldjusapy

asmiaxg uongedrddy

dT # 9SIIAXY - JUdUO)) Jo sisAfeuy (g

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-22

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



$3se) e urrograd J0 uoneuLIOJUr
reorueyoaw oy Ajdde 03 ajdoad djeyjrseop - renyxajuo) -z

£IUR1U00 9} 03 defa1 03 9[doad mofTe 31 s90p - [NJFUTUBIA "9

¢ (d1s€3 poo3 urinq) syerrdordde usym juswrurelvjus pue uny pue
SNO[NOIPLI A} JO SSUIS 3} J09(UT T S20P - Snorowny “[NFIo[0)) °q

{1qeASI[PA I ST - J[QIPAID F

(9]qeILIDA PUE S[qRAIISO J1 ST - 3]2IDU0)) ¢

(Aeuonows ajdoad yonoy 10 sjdoad aaou 31 saop - [euonowry g
(douatIadxa uo paseq 11 ST - JI[-Ted "I

,So1uedI,, pooS Jo eraj)

‘Gurueaw pue JX9JU0d AJI[-[edI ppe

L,SotuedIQ), ‘@Injeu Aq ‘osnedsq ,soruedI), Y3noay) 3saq urea] 9[dosJ
‘3urr0q 10 37271 dn PUD “JUSJUOD [EUOTIOWD Pue Uewny 9y} Jo
proaap ‘surerdoxd Sururea]-a Auew ‘Ajjusnbasuo) ‘payprwo are sot
-ued1Q), 9y} Inq “SUruIes -2 oJul PajeIdIu a1  SOIULYDIIAL, S} ‘U0
surex3oxd Surureda-a ssa[aJIf pue Surioq jo asne)

‘Juayuod renuerd moA jo Ayrenb oy Suraoxduur yress 0 uony
~BIJUISJJIP SIU} PISU [[IM NO X ,,'SOTURSI(),, 9} JOAOISIP pue AJuap]
‘s1oydejour pue “sased ‘safdurexs ‘S[eIIow} S} ‘Saj0PIAUR ‘SILIOIS
9T ,'SOINVOIO,, 94} WOIj [eInjdonys pue ‘Jeuonouny ‘uondrosap
JUDUISIE)S [ENJOR] *9°T “FUSIU0D 33 JO ,SDINVIHIDIIA, 2eHUDIIJI(]
‘so1ue3I0), pue ,SOTURYDIA], JO SISISUOD JUSJUOD JO 9INJeu ],

,SOTURSIO,, pue , SOTUELYDIA],, - JUIJUO)) JO dINJeN

J

Apendix B-23

www.vignettestraining.com Organic e-Learning Design Process ®

JUaU0) Sulz110893e) pue SulzAjeuy - | dais

Xlpuaddy @UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Copyright 2006



seaprt Ao ‘sardourid %0T

—

‘S9UI0DIN0 SOULULIONID ]
- eweo,
0
SuIEa ISNIA ﬁ /00C Y3
30 %01
‘syutod
BIP] SOUBUWLIOLIS] 9} 03 }XJU0D ppe A3 ],
10 yuroq uonedrddy "SUOT)eNJIS dJI[-[ea1 0} ,syurod

uonyeoridde , ayy AjruSewr
10 wroysueny , soruedi0), oYL,

pider ‘somediQ,, Inoynpm ,'sdruesiQ,, ayj yo Ayjenb
ay st uonyedrpdde sj1 ojur eapT UE JO IDULIOJSURT) Y T,

‘paaaryoe o3 prey st uonedrdde

Xlpuaddy

"anfeA SUIUILs] pue SSaUTNJISN S)I ISLIIDUT

IO UOT)RWLIOJUT [eN30e] IO [edIueydaw oy Jo 1omod ayj asrer Aoy [,
"s1aurIojsuer) [edrr3oa[e dn-days a1y Sj10M | sotuedI1(),, "9AdIYdE 0} pIey S
uoneordde pider , ‘soruedi0, Inoyip ,'sotueSiQ,, ayj jo Ayrenb ayy
st uorjedrfdde s)1 0JuI BIPT U JO IDUWLIOJSURI) AU T, "S[[I]S IO SLapI “03Pd
-mouy a[qeorjdde Aises pue [nySurueswr ojur , SOIUERYISJA], ) LA
soed10),, 'sajdourid pue seapr ‘03 pamouy Ajdde Ajeyerpauuuur
s1aurea] djay ued spoyew yerrdoxdde ayy pue | soruedi(, pooo

sjurod uonyeosridde jo uonesrydde prderx
pue Surureda -3 dNUIN-€ ur ,SoruegdiQ,, Jo uorpuny YL,

W9} U9aMIaq ASoTeue 10 ssauaI] e }sa33ns
03 19yjoue jo ade[d ur pasn st eapI 10 303[qO Jo pury auo Junousp
AJrexany aseryd 10 piom e yorym ut yoaads jo sandy - stoydep A 9

“Tea[d axyew 03 ‘ure[dxe 03 papusjur
saInjeay ensia y3rm apraoid o] - suonensuowap/Suonensnyiy '

‘S[epout 10 syuapadaid se
Suiazas uaym A[reroadss sased reuurs A[9so[d 1o [o[rered - sajdurexy g

‘uonensnN{[I I0 SISATeue ur asn 10y A[feroadsa ases e jo
S[Te19P JULAS[I PUE JUSWUOIIAUD ‘AI0IST JO SUIPIODAI - SATPNIS dSe)) °¢

‘syuaprout [eoryderdorq
10 3ursnure “3UnsaIdIUI JO SIATIRLIEU 1I0OYS A[[ENSN - S3}0PIAUY T

‘uonysanb ur uonyen)is e 03 jusunrad sjoey ayy
Surpre3ar jusuraje)s e ‘SJUaAd 10 SJUIPIOUL JO SUTje[al - SILI0)S T

:,,so1ue3I10),, 9y} JO spoou axe SUIMO[[O,]
‘gouLIadxo
03 a[doad 107 ayqrssaooe 31 Sunyewr AqaIa1]) JUSIU0D ,SOTUCYDIA],

a} saruredwodde 10 SULIOJSUEI) ‘SPOY}aW Paje[al S} pue SULIOJ JO
Kyorrea syrur ‘A103s v “A103s e st so1ue31(),, Jo 31esy 9y e ‘A[[euassyg

,So1uediQ,, 103 SPOYIRIN

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-24

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



JInoH pue 33eAA‘'VHSO ‘YVdIH 82
‘leaio3siy ‘punoaddeq ‘sdueljdwor

>

92uaUaaJ dPInb oy a8pamouy 89
‘9w 023N0 s[eos pue s)|se) ‘paJud110-UoIIdY *9

>

se|nw.oy ‘suonenba
/ ‘89 ‘leonyauoayy ‘fenydasuo) °g

\r 9JBM)OS 3dBIQO "33 ‘DUBMIOS P

Suiyoeod ‘921AI9S JaWOISND
» pue sajes ‘33 ‘uoi3dedajul uos.aad
-03-uosJad saJinbau ‘diysuonejay °¢

3upuey auswdinbs
» ‘29 ‘Bulpuey-jenuew ‘[ea1UYyd3] *7

\l » Suiureay diysuspes) 32 quawaspn( Sujjjes
‘Supjew-uoisIp ‘jeuonowiy °|

paJ4inbaa BuluJaes) jo sadL

) O < SPOY3Id
o3 oo.m.
a2 >
Q)OO "
=

Y 2 <Q
RN A
) 2
SN Y
2\

S
& g N

R
"

,/sored10),, pood ajeard 03 deproao Aewr spoyjowr
JO UOIJEUIqUIOD B “ISAIMOE] '1S3q SI0M ALl poyjaul jureuriiop auo “paimbar Sururesy jo ad A} yoea ug 330N ,,'sotuediQ),,
jo spojawi 9y} pue paxmbar Sururesy jo ad A3 ayy usamiaq sixe ey sdrysuoneas afqissod a3 sajensn[I Mo[aq Jreyd sy L,

paxmbax Surured] jo ad4A) yojewr ,sorueSiQ,, Jo SPOYIRA

Xlpuaddy @UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-25

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xipuaddy

9PN MIIATNIU] NS 93 0] D x1puaddy 2as asea] g

19119 S3uny} oW 1o swa[qoxd 9AJ0S 03 BIPI I} SN NOA P[NOM MOH '/,
JUOTIeNIIS dJI[-[ed B UI ST} 9Sn NOA p[nom MoH ‘9

J1om moA 03 syoeduur a3 axe jeyp g

¢ p0o0o83 10 peq ‘saduanbasuod ay) are JeYM §

(sadejueapesip pue sagejueApe al) 10 IPISUMOP 10 dpisdn ay) STIeYM ‘¢
(SYSLI AU} IO S)IJaUa( A} a1e JeUM T

(pardde jou 10 pardde st eapr oy
J1 A[[nyssadons 10 Y311 03 A[[ear ued yeym 10 Suoim o3 AJfear ued Jeyp) ‘T

,/somedi0),, pood Apeaife A[fensn are
sramsue ay ], 'suonsanb 3urmor[oy ayp yse 03 st A103s € pury 03 Aem adwurs

£10)s pooS e purj 0} sem arduirg

"asnradxa mmay) unyim swrerdoxd Surures|-s 10y somediO),
J0 yuawdo[PASp a3 UT JsIsse Ued A3y} - (STIN'S) sHdxy 1apeA 193[qng §
saonoerd pajuawnoop - saofoerd 3saq/saIn[rey 10 $3SSIING *¢

039 ‘suone3NSIAUL ‘SPIOJAI [[ed
ao1a19s “s3of auoyd -3-a ‘swayqoid jsed jo sp10oda1 - SaLI03STY 3Se))

‘seapr jo suonyeoridde 10
$asN 9} U0 sadoudLIadXa 3Im YoL1 axe A3} - S133I0M Jo sjueddnre ' T

¢,891ue310,, PooS 103[[0d 0} dIYM pue MOH

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-26

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xlpuaddy

/somedi0,, poosd jo
©LISILID 3} 03 SUIpIodde ,SOTueSI(), PIdS[as a3 1S9, G

,/SOTUE3I(0),, 91 ALIM pUe 109G F

“ ’ mUM:meO 7
3} Ua33Ua)s 03 S[Te}aP IO SILIOIS Ure3qo O3 suonsanb ayy sy ¢

‘poyrowr , sorueSiQ),, JYSLI Y} YILM JUDTUOD 9} YDIBIN 7

‘BururesT-a ANUIN-¢ 343 JO ,SoTueSI0),, pue , SOIUBYDSIA, 941 AJIUap] ‘T

:BururesT-2 NUIA-C
e 10y ,soruedi(),, ayerrdordde aipy ayeard noA djey sdeys Surmorjoyay .

,SoruediQ,, a3 Sunean ur sdajg

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-27

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



,/So1uegI(0), 3 I9A0DSIp pue Ajpuap] ‘sioydejour ‘sased
‘safdurexa ‘s[eruowr}sa) ‘s9j0piaue ‘satiois -,§DINVOIO,, H

"SOTUBYDIIA], DU} TOA0ISIP pue AJIjusap] ‘[eInjoniis pue ‘Jeuonouny
‘uondrosap ‘yuswayels [enjoes - ,SOINVHIAN, H

“

‘saffejey proae noL jeyy ains ayew o3 sdajs eonoerd

aIe 19U} N ‘MO] d1e suorenyis dn-p[oy ur aJ1] JO SSO[ IO S}eap Ud}JO

jsow jey) sajess adnIe A I, 'sdn-p[oy yueq Jo sarpnis uo sponIe unsaIaur
ue pansst os[e [g:] 9Y[, ‘'SUOT}EN}IS [NISSII)S I9)SeW Ued NOA MOy jnoqe
drowr ured] 03 Ysim noA 1 swrerdoad soueysisse oo Lojdurs mara 10 I0[sUnod
Auedwod oYy 99s pue Jis1a os[e Aew NO & JOIU0D UL 9q 0} Moy uo sdry
JUS[[90X3 PUTJ [[IM NOA , ‘SUOTJEN)IS [NJSSAIYS S[pUeY 0} MOL], dpImS a3 uf

*J[OSINOA JO [OIJUOD UI 9IE NOA SSI[UN SIA}O0

doy jouued A[[ea1 nox "uonenyis sIsLD e d31eyd A[[euonouws pnod nok
“Joeq 1315 03 ST UOTIOEAI JUR)SUL INOA J] “SISLID B UI SOPNJIIe INOA pue “uoy
-RULIOJUI pue 93pa[MOouy JO JUNOUIE 3y} A PIdUIN[JUI AIARIY 1€ SUOOUWD
INO X "W} [OIJUOD 0} UIea] 0} AeM 3S9q a3 ST oW} JO Peaye SUOJOUId

InoA ynoqe Surured] ‘A[[enuassy ¢ SUOJOWD IN0A d[puey NoA op MOL]
‘jurod 3uryre)s ayy st SIy3 3ng “QJUS[[eYD € ST SUOROWD UMO IN0A Jurjpuer]

Xlpuaddy

., UOIIenyIs ay) ul sem | [yun ‘ou jo jared jeyy

MOUY] 1,upIp A[[ea1 [ 1ey) smoys AJuo 3] jAqeq a[n1f e axI|
PaLId [ “pasiorued pue Ul paAed | “UOISUD) 3} PUBISIIM
PInod 131ydnoy) 1, “sanunuod ayg ,"dn-pjoy ayj jo Aep
3[qLLId) A} [UN 00D AW }SO[ I9ASU | pue Y31y SI 9d0Uap
-guod AN "uosiad jo ad A3 joryuod-ur A1 € Usaq sAemre
aAeY [, "oouaLIadxa I3y SaIeys ‘Ia[[9) Youelq e ‘oue(

iNOX ¢3sIy aeurew noA ysnwt uosiad YompA “SIawo)snd
oA pue 19qqoi a3 ‘seafojdurs-0d ‘noA :v9idoad jo sdnox3d
INOJ }Sed] Je Ik 21V} “Uorienyis dn-p[oy e uj ‘paxera1

pue wyed Ae)s Aew SIJ0 SeaTayM JeaIy} e Jo uJIs oy

je orued Aewr awWOG "'SAeM JUSISJJIP UI SISLID 0 J0ear a[dooJ

*(moraq jJudju0d rE[NUEID)) ‘Nok
Surpnour ‘oJes s1 aU0AIIA3 3InS IdEW 03 MOH 0T

"A12qqoI e Jo JuU2Ad
3} UI Op 0} 1eYM SI9[[3] uk( UTer) 0} papaau st werdord v

,/SOIUBDAIN, 10 ,SotuedIQ),, 9} 03 puodsaiiod 03 Juajuod
oy ur sasexyd 10 sprom ay3 reau requinu Surpuods
-21100 © Ind pue surIdSpUN 0} YSIM AeW NO X :AJIATIOY

o SOTUBUDIIN,

A} WIOIJ WIS} 9)LIIUSISJJIP PUER 9DUSSqe Iy} J0939p IO ,SOT
-ue310),, Y3 AJIIUSPI 03 ST ISIDIAXA ST} Jo asodind oy, “z#
pUE T# SISIDIDXT UL PAIPNIS 9M UDIYM UoTjenyis Sururern
I9[[9} Uk dWes A} ST MO[aq Juajuod ay ], :asoding

SuruIed -9 ANUIA-E UT ,SOTUBYDIIIA],

o A

ay) woxy ,sdruediQ,, 3y) SunenuaIdIIIq

VE# 9spIaxy - ,somuediQ,,
pue ,SOTUeYDIA], - JUJU0D Jo arnjeN D

JU3lU0) SulzL10893e) pue SulzAjeuy - | dais

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-28

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



JINOH pue 38eAA ‘VHSO ‘VVdIH 82
‘les1103s1y ‘punoudiideq ‘@suejjdwor

92uaJajaJ dPInb Joy a8paimouw; 3
‘Ow023N0 s[eos pue s|se) ‘pajusa110-UoIIdY *9

se[nw.Joy ‘suopyenba
‘82 ‘feayaaoayy ‘renydasuo) °g

9JBMIOS 3]DBIQ 'S'3 ‘DUeMIYOS ‘b

Suiyoeod ‘@31A4S JBWOISND
pue sajes "85 ‘Uonydedaul uosaad
-03-uosaad saJinbau ‘diysuonepy ¢

3uipuey juswdinba
‘82 ‘Buijpuey-fenuew ‘[esa1uyd3] g

Suiureny diysaapes| 39 ‘yuawasdpn( Sujjed
‘Supjew-uois|dap ‘leuonowiy °|

paJ4inbaa BuluJdes) jo sadL

; Y R 2 < %) A.o. m..@ SpoYyIa
90 06 AI/// .@n—-\v O.G\V 06. VOJ.
NS NI > 2 ) M
/YV o év.v. O e 00 )
& & S &
o% > X
N s
S \

"pa30ares aaey noA poyjaw jerrdordde a3 zepun srew yoayd e ind (g) Juajuod renuerd Sururer) I9[[9) ueq
a} Jo paxmbax Surures] Jo ad A3 a3 mofaq 9[o110Ud (T) :3UIMO[[0F A} OP “V¢# SIDIXT A} WOIJ FUU0D Tenuerd a3 3urs() :AJAIPY

,,"SOTUBLDSJA] ,, 9} WOTJ WAL} 91L[IUSIDJIIP PUk 90Udsqe JIaY} 10919p I0 , so1uediQ),, 9} AJIiuap]
"T# PUR T# SISDIIXH UT PAIPNIS 9M UDTYM UOT}en3Is Jururer) I9][d} Sued aures 3y} ST MO[aq Juajuod o :dsodimg

qE# 3s1dI9XT - poygau ,sorueS10,, IYSII 9} YIIM JUIJU0D ) YdJejA

Xlpuaddy @UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-29

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xlpuaddy

‘paread nok ,sorued1Q) , a3 uasaxd [[Im NoA as1o1axa 9y} Jo pud a1 1y

"sapmn3 payre3ap ap 105 saded snoraaid sy 03 10joy

,/some3i0),, poosd 10y
©LIDILID 3} 03 SUIpI0odde ,SOTueSI(), PIdS[as a3 1S9, ¢

,/SOTUESI(0),, 91 ALIM PUE J03[3G 7

“ ’ mUM:meO 7
9} U} 3UaI)S 0 S[TE}9P IO SILIO}S Ure}do 03 suonsanb ayy sy ‘T

:3urmoroy ay op
Y C# 9SIDIAXH A} WOIJ JUSIU0D Je[nuerd oy} Surs() :AIATOY

‘Juajuod Tefnuerd werdoxd Sururen 19[a) yueq a3 10§ ,souedi0),,
jo ordurexa ue a3a7dwIod 03 ST s} INOA 3sTOIIXA ST} uT :dsodan g

DE# IsdIdAXT - ,so1ued10),, 943 1S9) pue “p[Ing ‘03ear)

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-30

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xlpuaddy

/somue3i0,, poosd jo
©LISILID 3} 03 SUIpIodde ,SoTueSI(), PaIdd[as a3 1S9, G

,/SOTUE3I(0),, 91 ALIM pUe 109G F

“ ’ mUM:meO 7
3} Ua33Ua)s 03 S[Te}aP IO SILIOIS Ure}qo O3 suonsanb ayy sy ¢

‘poyrowr  sorueSiQ),, JYSLI A} YILM JUDTUOD 9} YDIBIN 7
"JuUa)U0d re[nuerd ay} jo ,soruedI,, pue , SOIUeYddA, U AJIULp] T

“JULjU0D Te[nuerd
e 10y, soruedi(),, ayerrdordde aipy ayeard noA djey sdeys Surmoroy oy,

SoruediQ,, a3 Sunean ur sdajg

sorue310),, ayy Suneard ur sdeys o A[ddy "gg# 9sIaxy ur juayuod
aures Y asn Aewt NO X “SUTUILI -9 OJUI JI9AUOD 0} Juem NOA Jetf) JUU0d
10 uoTjeZIue3I0 MNOA WOLJ JUSFU0D 9sN pue AJuap] :AAndY 33 asoding

asmiaxg uongedrddy

AE# ISIIXT -
Sururea -3 INUI-€ UMO Ino4 10 ,sotuediQ,, ay) dopasg

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-31

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



'syeod wrexdoxd a3 aaaryoe

0} Aojdws 03 ysmm Aay) spoyzew pue
s[00} Jo sad £} aup ssasse pue ajenfead
03 s1aurer} smoffe ssadoxd smyy,
s[ooJ, pue

SPOYIRIA dY.I, SU1d33S

"SJUDWID
JULISJJTP 9y} Jo sdrysuorje[ax
pue morj “‘uoneSiaeu Jo Juaw
-dofeasp oy ur sapmng yeyy oryewr
-9dS € OJUl PallaAUO0d puUe Paj}sa)
axe saded a3 pue Jusjuod A,
uS1s3(] dAIPRINU]

pue aoejidjuf Surdojaasg

‘surexgoxd

Sururea-o Surugrsap pue Sunrm pue
‘saged no SuikeT :a1e 919 patoro))
"Juaju0d , pafrejap pue ypdop-ur,

0} saAow uay} pue sordoy urespjsnur,,
UIIM S}Ie)S SUTULIea] Jety) 9INsua 0} Pard
-pIsSuod AJ[NJa1ed JUIFUO0D pue Jy3noyy
jo drysuonepar yym saged jo ad Ay aye
-tidoxdde ayj uo no pref st jusU0d AT,
sa8eq uossa] urdoraasg

F

,Qx.__u uaddy

‘ssa001d yuawrdoPAdp pue UoTdI[es

aremijos 03 ssadord Sururea-a oy sadpriq dags sty “Surwn
pue Surnsod ay se [[oM Se sjuduIIInbar sueysAs pue suorn
-dUNJ “S31N3Ed 9} SUILJUOD Je]} UORJUSWNIOP OJur UIISop
19y} AoAuod s1adofaasp pue siauren; sdpay dajs reury sy,
sadeJ uossa| 10J

uonejudwINDO(] pue s3a8png Surredaig ()

L PR
ST IR
IS0 FFILITST

g FEED )

STUE iy
HIAYRTIF AR

sEoylal duaiag
Vim0 A
FIERT RN AR ]
FRLHAED o BARUE

§sad01J uonPnpoig druedin
IPpun [[ej ¢ pue ‘F ‘¢ sdaig

‘ssadoxd Gurures]

9} JO [OIIUOD 19}39 ALY 0} SISULIEI] S[LUd

03 saded uossa[ uo jusjuod Jno Aey s1auren; sdjoy
uonezrrogdayed siy, ‘saoard pue syred jueasar
pue pazrueSIo ojur JUU0d UMop Junjearg pun [[ej g pue [ sdog

suorsd( udisa(q >ruedip

Judju0)
Surzrrodaze) pue urzAfeuy (1

“days yoea jo s[rejap a3 axe asay [,

95kd M3IADY - S$930.d Juswdojarag dais-g

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-32

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



r

W A ST
SEEAE Su |30
SN0 FNLLIT

AT
SHEn SO i
s o

HAHRES F BAAEE

~

FEED U}
MU g
HAPADIE LA

,Qx.__u uaddy

$$3201J UonPNpoIJ druediQ
Iapun [[ej ¢ pue § ‘¢ sdag

suorsa(q usisa( >ruesiQ
1apun [pej Z pue | sdaig

ssad01J udrsaq Sururea-s druediQ Ay
ur suorsa(q udrsa( druediQ 1dpun sipey g dajg ‘“Maraar e sy

apousia 1o 19838nu 4addrus “‘uossa] [Tews e
“uajuod renuers Sururea1-a NUIA-¢ Surjquuasse pue SunrIm ‘synofey a8e
:501d03 3UTMOT[OF 3} 31 SUOT}OIS IS} UI PAISAO))

SPaaU JoUIeI[ $}99U Jel]} JUSJU0D 0] SSadde Aseq G

Surajos-wayqoxd MY §

JUU0D dY} Jo dFesn wopuey ‘¢

S}IXa pue SaLNUL Aseq ‘g

(,,s3urod uonyeorjdde ) yuajuod soueuriograd 03 ssaode omb uo snoog 1

:sproddns noLeay
‘s101ARYg Sururea|-2 sproddns 10 safernoous ynokey aed ur yoeordde ay,

s1o1ARYdg Surureda -3 pue Jurured -2 nurp-¢ Sunroddng
"JU2ju0d  pafrelap pue ypdap-ur,, 03 soaow uayy ‘sordoy uresyisnu,,
UM s}Ie3s SUTUIES] Je} 9INSUD 0} PIdPISUOD A[[NJo1ed JUIU0D pue Jy3noy;

jo drysuonepar yyum saded jo ad A3 ayerrdoxdde ayy uo 3no prey st yuajuod ay |,

-appudia 10 3938nu “4addrus “uossay |, Sururea-2 anurA-¢, dpduurs
e Jo uS1sap drseq a3 Ino SurAe] OJUT SAOUW MOU IM ‘JUSIU0D A} SuIZ11039)ed 10y

Sururea-a dIUIN-¢ uI sageJ uossa] Surdoaasg

$S920.d Jusawdo)araq da3s-q

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

[4

Apendix B-33

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘193[qo Sururea] s[qerajsuer} pue ‘d@[qeAowr ‘d[qIX3[J
‘yuapuadapur ‘ouofe puejs e s1 SUTUILIT-d IINUIIA-E € “A[[eap]

\|\|\\|\|

safeJ urepy

saeJ dwn(

sageJ dury

*3229U3IA Jo 9933nu 9addius

‘uossaj SuluIDaT-2 ANNUIW-E

,QH__“_ uaddy

"2INJONI)S UOSSI| pue onpow “‘wrerdoxd

a[OYM dY} UM pajuasard Jou usym auofe pue)s ued £} 0§
“JUSJUOD SUOTe-pue)s 3q pInoys ay3ausdia 1o 233nu 4addius
“U0SS9 SuruIea -2 ANUIN-C 33 A[eapt ‘saded pue ‘suossa|
‘sonpowt ‘wrex3oid jo syeads om ySnoyypy :yuerodurg

“_qunu a3ed yurp oy sayytudis (1d)) pue aquinu

a3ed dwn( oy saryrudrs (/) “reaquunu a3ed oy saryrulrs (1d)
I9qUINU V0SS 343 SOYTUSIS (¥] - I])

I9qUINU S[NPOW SIYTUSIS (T144) :SWYT YL,

sa8eJ MITAY S[NPOIA
sadeJ MI1AdY U0SSIT

(1d]) sa8ed ur] - (1f) saSeq dum(
(%1 - 1d) sadeq urey

()

(9xn3onays uossay e st aewr aysoddo ay 1)
(S[npour e U SUOSSI[ [LIIAS 9 AW I ] ) SUOSSI T

(s1o3deypd 10 sanpow [e19A3S 9q Aewr 1Y [ )
(Tu1) SAMMPON

*MOT] MITAY-UOSSIT-I[NPOJA Y} Sursn st
Juaju0d Jo dduanbas ayy azrueSio 03 Lem suo ‘ardurexs 10

‘Sururea -9 9NUIA-¢ € 10 a[nueid e Juowa[o

1S9[[EWS A} ST UOSSI '/ "SJUSIUOD JO J[e) B IO SUOT)OIS

10 sxyded “sordoy uossay pue anpowt *o'1 “wrerdord moA

30 AUdreIary Jusiuod 9y} Yim sreys saded uossa Surdoaaa(g

Sururea -3 ANUIN-E
ur AYdIeIdrH judjuo)) Surpueisiapun)

AyoJielalH Juajuo) - saged uossa] sutdojaaaq - z dois

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-34

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



/

(

/

r

N\

sa8ed JuI

dz)/

8ujuID3T-3 ANUIN/-€

N\

so8eq dwnf

/|

N\

so8eq urepy

]
_‘\fﬂ.ww

"09PIA IO JUIOJIOMO ] “MOYSIPI[S

‘uoryernurs aanoerajur ue ur a93ed e 10 a8ed gom e aq Aewr
3] "U210S B UT pajuasaid MarA [e303 a3 Jo sisisuod aded v
a8ed e jo vonruryo(q

*(suonoa[yaI SUTULIE]) SMITARI ANPOWT
pue ‘(suoneoridde) 1[0 pue syuswrudisse 10 (AJTATORISIUI)
SISIDIOXD “(JUDJU0D) Seapl SUTUILS] I9A0D AeW SUOSSI|

(310eqpa9y 5393 JTourea]) AdeINndoe YOAUD 03 MIIAL] - G 93k ]

(uonoe 1aureay) aaes ‘aygoid Auedwod 1ejuy -  a3e ]

(uonoe 1eurea) syoadsoxd jo sowreu rejuy - ¢ 93e

(uonoe I9UIea]) SJUNOIDE dJea)) - 7 98]

/ (u18oy 03 sey xeurea) pajyussaid usards urdo - 1 ade
"9SIDIOXD Uk 1O UOTJe[NIS ']

‘Ayianoersyur Aepdsip ose Aewr saded uossay ay ],

aded maraay - galeJ

eapI pare3ap e unponuj -  adeJ

sordmourid 4oy - ¢ 98e ]

seapt Ao ‘ste03 ‘syurod uoneorddy - gz 98]
soruedI0,, ‘uoryuajie urured ‘vononponuj - T adeJ
‘st yeyd “(0g/08) ‘seapt ,urea snyp,, ‘sordourid
‘seapr A3y ‘syutod uoneorjdde ‘speod soueurioyrad

JO spIom (G-0¢ o1e saded urewr ur punoj ‘ordurexa 10,4

“ssqur| ut papraoxd

s[Tejap 03 ssaode dInb 10 31x0 pue Anue oMb morre
SUOSSIT "S)SaIIUI PUE Pasu SUTUIES] JUSLIND pue drads
syuedionred ayy uo Surpuadap “1e8uo] 10 “ss3T 10 10U
S3INUTW ¢ - SIINUTW MdJ k Ul ured] ued syuedmonred jey
JUSUOD JO 1S [[BWUS B ST UOSSI SUIUIL -2 9JNUIIA-C

aimjonys diseq pue saged urepy L

‘saded >1j10ads 03 08 pInoys sanragde pue

Judju0d renored Moy pue dI9YM ‘AUM U0 suoIsIp Junjewr saajoaur safed no urle

Suluiea-a a3nuIW-€ UQ JU33U0) INQ SulheT - saded uossa Suldojaraq - 7 dais

g) Xipuaddy

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-35

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



060¢C
943 JO 9,01

seapr Ay ‘sodiourid %0 POP] 9IURULIOJS
‘S9UI0}NO SDUBULIOND] " 0 o voneonddy

SuIedT ISNJA “

di-1dZdi=1d.2d

so8ed MIIAY \‘ sa8ed urep]
uoneuIpIO0d pue - /! : \ /

sdysuonyerar ajdosg 0408 _— soSeq dwn(
SULIOJ “S90USI9Ja1 ‘S[00 ], 0 _
sarnpadoxd /

‘sdajs ‘syse) “S9SSad01]

sa8ed >uI

8ujuID3T-3 ANUIN/-€

‘syur| se pakedsip are
suSisap aanoerajul yydop-ur

U9UM SUOT}EN}IS dIe dIdY],

*sy[ur] se padse[d s1 Juajuod Arepuodds Iym ‘saded
urewr ur pauonrisod are ,syurod uvoneosrdde,, ayy ‘saSed jo noLer 0}
sajefax prureidd jurod uonesridde, sy} moy jo uonensnyr ue st Moy

F

QH Ipuaddy @Uublsag SuluipaT-a d1upsiQ 8ululieaT-2 INUIW-€

Apendix B-36

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



=14 =1d=¢.=¢
s/ e

d 1A9Y \‘ d urepy
d=|/ "—

so8eq dwnf

sa8ed JuI

SujuuDa7-2 AINUIN/-€

r

,Qx_n uaddy

“JUU0D
10 soded jo sawn[oa a3 Sunediaeu Usym SISLIe Ua}jo
Jey) UOIeIISIIJ 9} 2ONPal pue ‘Apnjs IId1]) d)eIa[a00e

‘o aAes s1oured] saded dwn(jo asn sy yrp

"S9DURIRJaI 10 }Xa) JO JUnowre
yea13 e urejuod saded yury ay) uaym Aqrerdadss ‘saded
S[UI] 33 UT UO SND0J 0} JeM IO MIIASI 0} MOY UO UOT}
-DIIISUL JO MITAIDAO Ue 393 s1aured] djoy saded dwn|

"papm3

Aqreor8or axe sxaures] a3 ‘I Y3 JO SPIOM 000" U}
ur 3so[ 3uraq jo peajsut ‘oG *aded J(J 10 TN L 9Us Ut
I0J YOO[ 03 }eyM Iaurea] oy s[[o3 yevy) aded eisiy moys
0} paau Aewr noA “Aorjod Auedwod e uo sprom

0007 1220 ym a3ed JqJ e 10 o8ed TN T ue yuasaxd
no4 21039q “‘o[durexs I0,] ‘S9OUSISJOI UILJUOD Jeuf} SUI]
sonpoxyur 1o azrrewrwuns jey saded are saded dwn(

safeJ dwun(

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-37

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



L
]

d:=1d:=4

fr (3

saSed malray \\‘

4=/
\

sa8ed JuI

8ujuID3T-3 ANUIN/-€

N

saded dwnf

/|

N\

so8ed urepy

/

®

8uluIea-9 9jnulw-£ UuQ Juajuo) INQ SulhAe - sased uossa] surdojaaaq - Z dois
\“.w Xipuaddy

“SY[UI] UL PAISAI[AP o1e , sarduamiyoard

[INJ,, 10 PaPUSIUT AT Jey]} JUSJU0D A[[ens SIayjo pue I (O
‘spuauruIsse ‘TenueiA (0 ‘99X “FUaUNdO(] PIOM U0
-IoMOJ “TINX “TINLH ‘Peojumop se ons pasn aIe spoyiowx
[eI9A3G "SUOIN[OS PUE SIDMSUE SIOW PUTy 10 SUTUIEd]
310ddns 03 7U3)U0d SI0W 0} UMOP [[LIP O} SISUILS] MO[e SUI]
30 sad A3 asay [, “yuLiu0d yidap-ur 03 syurf ose axe saded Sur
‘D)9 ‘s[00} uorjeIOqe[[0d

‘SIIIM “SUOISSNISIP “BIPawl “AJIAIDRIIUT 0} SHUI

"SI_UJ0 pue I (O ‘sjusawx

-ugisse ‘Tenueu J(JJ ‘[OXH YUdWNdI0(] PIOAM FUIOJIOMOJ
“PROTUMOP *3'3 “pasn a1e SPO}aW [e12A3G 'sdIysuorje[ar

pue a1doad ‘sur10j “saoua1agar ‘sj00} ‘sampadoid ‘sdays

‘$y[se} “§98$900.1d U0 UOTRULIOJUL PI[TRIdP UIRju0d sade ] ur]

sageg yqyury €

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-38

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘spaau 1aured] 3roddns jou op Jnq ‘sroyensurwpe
pue SIouTe) JO SPasU S} J99W S}S9} JUDWISSISS Y
"Sanpout Jo sar1as e 1o werdoxd ayj Jo pus ay je

pajuesaid 3saq are Aoy [, “TouTea] Y} JoenSIP Aalf)

U0SSI[ © UT $)59) Juawussasse nd am J *s3so3 juawr

-SS3SSE IIM PasnJuod aq Jou pinoys saded marasy

‘Bunyoen Jo wiroy swos arnydes
03} sopod Sururwrer3ord ay3 ureyuod safed marady

‘s199d 10 yoRO0D

JUSYU0D A} YIIM JOeIdUI JO 309751 syuredonred
djoy 03 uossa[ e Jo aypprur a3 ur paserd aq osye ued
SIY [, “Surpuejsiapun 10 UOHUIIDI SOINSLIW DIYM
“}$9) UOT}LOI}I9D IO JUSLISSISSE U WOLJ JUDIJIP
st3] “uoneoijdde 10 uonoaryax Surures] 1oy st a3ed
MIIARI Y "98ed MIIAI B }IM SPUD UOSSI] yoeq

(s)o8eg maraay

di=-1d=d:=ld.=14,-

| F F, I

saded MaIARY \‘ saded urepy

=/

so8eq dwnf

sa8ed JJur

3ujuID3T-3 ANUIN/-E

Suluiea-a ajnuIlW-£ UQ JU33U0) INQ SulheT - saded uossa Suldojaraq - 7 dais

,Qx.__u uaddy

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-39

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘yuaredde axe syur] pue papraoad are
SUOT)ORII(] 31X} 9} UI SLapI a3 30931 pInoys (soryderd) aGewr oy,
-93ewr ue Aq parueduwodde st pue spiom A1y ynoqe sey aded yoeyg

a3ed e jo ainjonns diseg 9

/so1ue8i0), oy uapy3oy

0} SJUDWIdD Ia}0 apnjour pue soryderd

a3 aredard 1xa} a1} 9LIAA “JULIUOD S} 20N
-onjur 03  soruedi),, asn ‘syuedonred 10y
S}IJOU] dY} 9JL)G "9U0} [EULIOFUT U UL LI

d.-d:=1d.=1d,=4

syuIn suonoalig

1X3] 1X3] 1X38}
X8} 1x8) 1xa) ,,/SO1Ue3I(0) ,, JO SWLIO} IS}0 I0 APN3S 9sed

saSed MoIAdY / soydes  1xa) 1x3} 1xa} ‘3}0pdaue “AI03S B OJUT JUSJUOD [} SALIA

1X8} 1X8] 1X8}

SpL
/ syuI uossan ‘puru ut sorue31Q,, Yrm saSed
8INPON U0SS3[ 9V} AIM “wd[qoid sTy} 3A[0s O T,
safeJ ureq

sageg dwn(

‘}s193ul sroures] 9y doay 03 Ayrunjroddo
/ 9} 9SO 9M “SPU0DIS MdJ SI S} UI SISUIELI]
Jo uonyuape 3y} qerd saded uossa[ 2y

Ssa[uq) "YSel-[nuw oym Io sueds uorjuae
}I0YS Y3Mm s1aured] 1oy swerdoid uSisap o3
SI soua[eYD dIseq a1y} JO SUO “GUILIed -9 U]

sageJ ur]

duo} ,sdruediQ,,
Y3 Ul 1M “Jejs A12A dyj wory | g

‘sanbruy»a) pue ‘s7003 “sa[43s Surmo[[oF a3 dpnydour Judjuod SuruSIsap pue SUPLIM U
8ululIeaT-9 9INULW-£ J10j BULUSISD pPUk SULILIM - S98ed uossa suldojaaaq - 7 dais

Xlpu addy @ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-40

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



)

=

AN

sageJ MIIANY

[~
N\

/

sageJ dury

Xlpuaddy

i/

safeg dunf

JU9jU0) SULUBISOQ puk SULILIM - S98kd U0ssa] suldoljaaaq - Z dois

N\

sageJ ureq

Syu

solydeub

SyuI

suonoallq

1X8] 1X8) X8}
1X8] 1X8) X8}
X8} 1X8) 1X8)
1X8] 1X8) X8}
SplL

uossa
8|NpojA

N

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

030 ,/oI0W UIes]

0331, ,TOA0SIPp 031D, /(0P
NoA p[nom Jeypy ,, , AUSWIOW € 10§
SIU3} U0 30973y, ,o[durexa a3 Apmnig,,
,/S1JauRq 93 39S 03 MII[D),, :2Te UoT}
-eSI9AUOD € Jururejurew jo sajdurexy

‘Jua3u0d Ay} Apmys 03 syuedonred pord

pue yoeod ‘opmg “oyejrioey 03 u3Isap
(IN) @0©FI93UT IoSN PUE SUOHIIITP S

*SIUIEI] 0oL

IIM ,UOTJESIIAUOD,, © UTe)
-urew pue A[}ews suodIIp
as() - Sururea ajeryey

Apendix B-41

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



\ \ \ \ / "SuSIsop aAORISIUL
pasueApe Jo s3sIsuod Ayranoesajut yydap-ur

j £ 4 i Sy suoposdid J[IYM “JeurIo] 9ARDRIIUI JISeq }SOuW

ay3 s11noAe] pue udIsap uossay dIseq 9
/ X8] X8) 1X8) U3 st} P ISop [ O1Seq 9y L
1X8) 1X8) 1X8) ﬁmeQ.—u 9AIRIIIUL

sadeg marady soiydesB  jxa} 1xo) 1xa) SSUCADE DUE ISP
X0} 1X9} 1X9} / P pe p Ised g

9L

/ sy uossa

a|npo

soSeg dum( saSeJ ureq Sururedr] [eroraeyag pue EMM%MM S

/ SunyeIN-UOISId( pue Ew&mﬁs K
Gururer] reoruyday, ¢

mumdnﬂ Jury Sururea| 910y ¢
Surddepy a3paymouy] 1

ugIsap aanderduI Jo sadA) aArg

"SI9U}0

pue “301q TIIM “SUIdessajA jueisuy “Woox
ey “WOO0I UOISSNISIP “WIO00ISSLD [ENIIIA
© 0} SYUI] I9A0D OS[e AW AJTATIORISIU]

S ued e *0}9 ‘syuswussasse ‘urde[d-afor
‘uoryernuurs ‘sawred a°1 ‘Ayranoersjur yydap
-UI JO }SISU0D AW SUOSSS] UT}IM SHUI']

Apanpenjuryydap-uy (g

SuULUIRdT-9 9INULW-E 10} SULUBISDQ pue SULILIM - S98kd U0ssa] suldoljaaaq - Z dois

X|puaddy @Uublsag duluipaT-a JlubsiQ BululIedT-9 IJNUIW-E

Apendix B-42

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



1X8] 1X8) 1X8)
X9} %9} 1X3}

/ \ solydelb
saeJ MIrAdY \ Vi X8} X8} X8}

' 1X8} 1x3} 1x3}

y aplL

Fr _ Sy uossa
_ \ / a|NpPoN

saampadoxd
‘sdays ‘syse) ‘59559001 ]

UOIeUIpIO0d pue
sdrysuonerar ajdosg 0 %
SULIOJ “S90UDI9Ja1 ‘S[00 ], /008
_—

seaprt Ao ‘sordourid 0
syurod uornjeoridde ﬁ /002
SOUIODINO SOURULIONID J
surea] umsuzﬁ %0C 2 »
30 %01 L wed eyl
Amoygra

s1011q H%NWMMVMMWMMM MM< *A[dde 10 uIea] 03 JINOIJIP ST FUSIU0D Y} PUE “ITNID0 US}JO SIOLID
onfeA ‘ T ‘paxmbaz st anjea azoym ,syurod uoneorjdde , o 0z a3 Jo % 0T 93 AJuo

juasardar Aew ‘a10501013 ‘AJTATIORIDIUI ST, ,,"SNIVHT LSNIA,, 9} U0 Pasndoy
st Aj1apoerajur oy ‘paxmbai st Aj1anoersjur ypdep-ur a1oym suonenis uy

(pafordurs £yranoerajur yydap-ur st usyp

suLuIedT-9 9JNUIW-€ J0J SULUBISO puk SULILIM - S98kd U0ssa surdo)aaaq - 7 dais

Xlpuaddy @UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-43

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘SafjI[ejey proAe noA jeyy ans asyewr 03 sdajs

reonoerd are 21913 Inq ‘Mo are suoryenjis dn-p[oy ur oJ1] JO SSO[ 10 Syyeap
U2}J0 Jsow Jey} smoys Apnjs sty ‘sdn-p[oy sueq Jo sarpnis uo apnIe
3urjsazojur ue pansst os[e [g,] 9L, ‘SUOTIEN)IS [NISSII)S I9}SLW Ued NoA
MOY JNOge 2I0UI WLIBI] 03 YSIM noA J1 swrerdoid aouessisse aakojdwo mara
10 10[asunod Aueduwrod ay} JISIA OS[e AeW NO X “[OIFUOD UT 3q 0} Moy uo sdry
JUS[[90X3 PUTJ [[IM NOA , ‘SUOT}EN)IS [NJSSAIYS S[pULY 0} MOL], dpImS a3 Uy

BIES
-INOA JO [0XyU0D Ul 91e NoA ssajun d[ay Jouued A[[ea1 no & "UOI}enjIs SISLID

e da31eyd A[[euonouws p[nod noA ‘sIayjo yoeq Y31y 03 ST UOHILAI JUL)Sul
INOA J[ "SISLID B UI S9pNjIje IN0A pue “UOI}eULIOfUI pUue 33 pajmouy Jo
junoure ay} Aq paduSNJUI A[TABSY] d1€ SUOTJOWD INO X "W} [OIJUOD 0} UIed]
0} Aem 389 9} ST WL} JO peaye SUOIIOUId INOA Jnoqe Jurures] ‘A[[eryuassy

(suonjowd oA sppuey nok op mop] jurod 3uryress sy
SI ST} INq ‘@3Ud[[eYD © ST SUOIJOWd UMO INoA Surjpuer]

., uoneniIs ayj ur sem | [pun ‘out jo yred jeyy

MOUY| 3,upIp A[[ea1 [ ey} smoys ATuo 1] jAqeq a[n1] e 1|
paLId [ "pasioiued pue Ur paAed | “UOISUD) 3} PUBISIIM
p[nod 11yS8noy) [, “senunuod ayg ,"dn-pjoy a3 jo Aep
3qLLId) 9} [UN [00D AW }SO[ I9AdU | pue Y31y ST adUap
-juod AN "uosiad jo ad A} [oryuod-ur A19A € Usaq sAemre
aAey [, "9ouaLadxa 19y sareys ‘Ia[[a) youelq e ‘aue(

iNox ¢3sary aGeuew noA jsnuwt uosiad Yo “SIoUW0)snd
oA pue 19qqoi sy ‘seakojdurs-0d ‘noA :apdoad jo sdnoid
IN0J }SE[ e 21k 2131} “Uoryenyis dn-p[oy e uj ‘paxera1

pue wyed Ae}s Aewr SI9UI0 SLaIayM Jeary) e jo uls oy

je orued Aew awog "sAem JUSISJJTP UL SISLID 03 Joea1 ajdoa g

‘(mo[aq jJudjuod renueIn)) ;nok
Surpnpur ‘oyes s1aU0AI9A3 3INS e 03 MOH "0

"A19qqoI1 e JO JUIAD
dU} UI Op 0} 7eyM SI9[[3) Uk ures) 0} papaau st werdoid v

-a3ed 3xeu oy ur wiroy sy asn
“U0SS3] B N0 A pue MO[aq JUIUO0D 3} ApMig 1 AJIAIPY

‘sade uossa] Surdopasg

-z dag () 03 (1) stoquunu woxg seapr A[ddy "ssavoxd
u31sap uossay diseq ayy Ajdde pue jusyuod sy asn
“Z# PUE T# SISIDIOXH Ul parpnys om afdurexa Sururen
JI9[[9} SUkq dues aY} ST MOJaq Juajuod aY], :3sodinJ

VT# 9SI019xy - InoAke] diseqg Surd[ddy

J

Apendix B-44

www.vignettestraining.com Organic e-Learning Design Process ®

SuLUIedT-9 9INULW-E 10} SULUBLISDQ pue SULILIM - S98kd U0ssa] suldoljaaaq - Z dois

Xlpuaddy

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Copyright 2006



(s)aSeg maraay

=ar

/

N\

so8ed MaIAY

d.-
N\

sa8ed JuI

{4

{:

sadeq dwnf

SujuIDa7-2 ANUIN/-€

N

\ saded urepy

r

,Qx.__u uaddy

sageg yqyury €

soSeg dunf ' C saSegurepy b

‘sageJ uossa Surdofaas( - 7 dois ‘() 01 (1) sroqunu woay seapr Ajdde “moraq urroy oy Sursn

(98ed 9s1019x3) sa8ed u0ssa SuldojaAaq - 7 do3§ :yy# 9S1D19XT

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-45

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



d:=-d=1d:.=1d,=/¢

so8ed MIIAY \ saded urep]

—

d:: \

so8eq dwnf

(s)a8eJ maraoy saSed uI
4

8ujuID3T-3 ANUIN/-€

sagegqyury € saBegy dun[ ' C soSegqurepy [

‘sadeJ uossa Surdofaaa(g - g dais “(£) 03 (1) sroquunu woxj seapt Ajdde ‘“mo[aq urioy ayy Sursn

(98ed 3s1019x3) sabed uossa suidojaaaq - 7 do3S :yy# 9S1019X7

F

QH Ipuaddy @Uublsag SuluipaT-a d1upsiQ 8ululieaT-2 INUIW-€

Apendix B-46

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



d:=1d:=1d:=1d.=4

soSed MIIAY \ saded urepy

P

d:- \

so8eq dwnf(

(s)a8eJ maraoy saSed >un
4

SujuIDa7-2 AINUIN/-€

sagegoqyury € saBegy dun[ ' C soSegqurepy [

'safed uossa Surdoaasq - g daig “(z) 01 (T) sroqumu woxy seapt Ajddy
‘uUSISap UO0SSI[ B 0OJUT JUIU0D INOoA no Ae] Judjuod renuerd jo sydurexa umo oA asn

JUdU0) Jejnueln umMQ Jnoj 8uisn - sa8ed uossa SuldojaAaaq - 7 do3§ :gp# OS1049X3

_,\. mx__ucman_{ @UBISag SuluIDaT-3 JIUDSIO  SULUIRST-9 SINULW-E

Apendix B-47

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



d:-1d:=1d:=1d.=4

saded MaIAdY \ saded urepy

P

d:- \

so8eq dwnf

(s)aSeg maraay saded >un
%

8ujuID3T-3 ANUIN/-€

sageg yqyury € safeg dumnf ' C soSequrepy L

‘'sageJ uossa] Surdofaasa( - 7 dais “(£) 03 (1) sraqunu woxy seapr Ajddy
‘uSIS9p UO0SS3[ B OJUI JUIJUO0D INOA Jno Ae] ‘Judjuod renuerd jo aydurexa umo ImoA asn

JUSU0) Jejnueln uMQ JNoA 8ulsn - saBed uossa Suldojaaaq - 7 do3s :gp# 9s1019X3

ax Ipuaddy @Uublsag SuluipaT-a d1upsiQ 8ululieaT-2 INUIW-€

Apendix B-48

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



“JU2JUO0D
Arepuodas 103
syqury oyerrdordde
‘sfeaoxdde (249y 231UM) sdiysuoljeial ‘saoualajal __—— aypayamioadAy
PpuUe “JUsuItIod ‘SMIIADL \\\ (moreq ‘510031 ‘saunpadoud ‘sdajs ‘sassanoud
ayp a3um 10 ad A7, 91LIM) :SJuSWWOD ‘JeAoidde ‘MalASY :S)1e39p YIM syul] dwinp 1o syul]
'sad1OD pue suorysanb
Ay} 931am 10 9d A3
(249Y 21LIM) 98ed maraare sty
SJUSWISSasSe pue suolysanb mairay
'9sn 0] Ysim «SoLuesiQ,, ‘qusluod U0
noA sadeuwr 10 soryderd I anjeA ysiy ‘sa)nd 07/08 ‘uJed) Isnw—i—— « NAVATISON,
9y} jo m:o_u.&bmmv 93} 9}LIM IO adA1
oy o3uam 10 ad A1, "219 ‘Moysaplis ‘0aplA “dlydels s1dwex3
(m012q 231uMm) :seapt drydeun (a43y
9LIM) SoLuedi,, ‘syutod uoryedrdde sord d
:d1y adfy0301d Ui ‘soydidurid ‘seapl 95URWLIOLIS] pue MMQMMNM
T # 10 Ke) a5ed (m012q 9391dwo)) JuaU0d S5ed \mmmmﬁ \ax \ﬂmom
a3ed — ‘SaUI0dINO doureurIojrad
“U0SSI] “‘d[Npoul 3} 10§ :pasIAY :paJedaud ajeq IMILL Jo a8ed oU} 9311M 10 dA T
SEIJOEIGEIYE R/ M| ~  uosiad Sulnouddy — 9L~ #uosso] ’
T jepews 91l #9Inpow

“u3rsap reuonONIISuI INoA a3ndaxs srado(erap sdjey siy |, ‘srodopaaap mok 03 apraoid [[im nok
yorym (SurpreoqAross siyj [[ed s1oy3o) yuswnodop e Jurredard are noL ‘asmiaxa snyy Sutop £g -saded pue suossa] “‘Sa[npour INoA Ut 99s 03 Juem noA s[rejap
A} [[B UTLIUOD [[IM JUSWNIOP SIY ], JOYSHIOM IO JUSWNIOP B OJUT JUIJUOD INOA }I9AU0D 0} MOY UIed] NOA sd[9Y 9S1010X2 9], :9SIDIIX3 3} JO JIJouag

*9)1S (9M 3DUSIDJAI S} WO D0 d[dUrexs 199YsxIoM WLI0] 9} peo[umo]
*MOTaq XuT] a3 Ul papraoid dop-adurexs 39S I10M ) UT WLI0J S} MOT[O]

"uossa [Tews e 10j saded [eroAas

9191d w00 03 $399YSHIOM [RIDASS Paau ABW NO X "ISIDISXD SI) Ul papraoid sjaayssirom ayj as ‘saded snoraaid sy uo syutod Surureay oy
3ursn Juajuod Ay} 9z110393ed pue dZATeUY "(E9PI Uk JO 19SqNS B IO BIPT A3 9UO0) UOSSI] [[EWS AIDA B AJIJUIP] ‘JUSIU0D UMO InoL 9s() :dsodim g

$199YSYJOM UOossaT Suls - sa8ed uossa Surdojaraq - 7 dois :Dp# 9sL1D19XT

Xlpuaddy @USIsag SuluipaT-a d1UDSIQ  BululeaT-d AINULW-€

Apendix B-49

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xlpuaddy

UOoI323s }XauU ay3 Ul pajuasa.d
$S920.d UOL1ONpO.d dluesiQ Japun jje) G pue § ‘g sdalg

$$920.d Jusawdo]aAa( Juajuo?) dluesgiQ Japun jje) z pue | sdajs
syjuauodwod Jofew ay3 JO MILADY

$SS9001d uslsag Suluiea-a dlueslQ
sululea]-a ajnulW-¢

Apendix B-50

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



FERE
BT

akh
F

[[E38J 3BT
yregpaay
B4912BHT
UDIREI)|

safeg yun 4

F
il

«AM

44

FEREREEERP

D PPYTCLELL

44 444 \\ { 444
a3ey diuin]
-
-
IS OO,
[ RE= K|

(2pqeEprese sdemE awoge |yl

diaH My L1 [UBMID] PUEMNIER
Jeddng

FUDISENIEN]  SEOURUREY

07 "3up Fuuies) Joy sanauly

m:_u__u.m.._._l

F
F

felelABy
.

5|

EENTTITE

ry
5|'eRp
SN PO

FY
sa|d ud

“SEDp| ARy

F
sumod

vy
-
souedag

UDIUEIIE ure
P

ADODDD

aLUEA
Fadinu addus uossa)
Sy B3 =k AU

SILBILO " JO BIGE]

MO|4 39A1DDIAU| SUlUIDT-3 ANUIWN-E

‘S[opOW I9}0 AUBW PUE ‘SJUSWISSISSE pue AJTATIOR dUI|

-JJO Y3IM UOT}ORISIUI PIPUD[] IIM UOSSI] B “UOSSI] d0UDIDJII
o1seq pue ajduurs e 1) LIp WIS 10 djeanide]) Sursn aanoeI UL
ATYS1Y s1 e} SUO0SSI 10§ [opowt e dAey Aewt noA ‘ordurexa 10,

"sursap Iayjo [[e 10y surayred

Se asn ued NOA Jey) SPpoW 93ealId 03 ST 9ANIS[qO0 Y, "SIdY}0
pue ‘SYUT] 9ouaI93a1 pue d[aY ‘SUI] WOOISSe]D [eN}IIA pue
09p1a “dn-moj[oy qol-a3-uo “SUdUIUIISSL 10 HI0OMIWOY ‘SPUdu
-SS9SSL-J[S ‘S1S9) PUE SMIIADI “SUI] SAT)ORIUI YIIM SUOSSI]
SuruSisap 103 urayred e aq [[im aye[duray 10 [opow yoeyg
‘sare[dwa) pue sfppowt [exoAds dopadp A[fenjuaad Aew no x
“UO0SSA[ B JO MO[J daTpoeIdul ) Surudrsap axe noA dajs smyj ug
MO[J dAIORIUIL

10J spapowr 10 sajejduway Surdopaasg

‘Gunyoeny eyep pue syuswale [eoryderd

‘SUOTIUSAUOD 31 “UorjedIaeu ‘91 “USISap INo4 Jo SUORIUIp
suonouny pue swAlsAs ayy armyded noA ‘Ajsnosueynuuig
SUOIJUDAUO0D

3[1J pue 3IN)PNLS ‘SUOHOUNJ ‘SWdISAg

- AUI0DJNO PapuIUL
a3} 2A31YOE 0} WI0F19d SJUSWTD 3} [[PM MOY,, UO SISND0J
u3isap aoeyrau] ‘uonediaeu jo adenJue] pue ‘QdUSTUIAUOD
pue ases “Aynoyyrp ‘uur Surures] ‘AJIARORISYUL ‘SFUSUI[D

jo sdrysuonyerax “o130[ “mory Surres] ayy Surysay 03 UOIURIE
Terads ypm saded jusiuod oA jo Surmerp e Iy MOU no x
ddouarradxa

Sururea] 9y} Sur)sa) - MO[J dAIORINU]

‘u81S9p U0SS3[ INO0A JO [9pour 10 MO[J dA1PeId)uI ue Jo Judwdoraaap ayy st ssadoad ayy ur dajs 3xau ay L,

Yxipuaddy

usLS9( 9A1)0eI9U| B 9dkJI9U| Suldo)aAaq - € dals

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-51

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



B o ecpa e o e 8 P LG A S _

_ | | d _
unuRy | ameuupad 10 g

| Y

o - L i

_ ST T TRNTT T T _

_ e i o pddsy

_ Era g IR i _.l| UDpiEGR Ui

_ S Ly G Pzl o i T _.ll

- TRILLRE ] G | ). o A S .m_.a_..“__“_ _..um.m.m.._

\\.\.\.\.\ &
[LE] _ (L= TR LT _ _ L %] _ ? numsy umpy

MO[{ 3ANDDIAU| SUIUIDIT-3 ANUIN/-E

‘saded snoraaxd Aue uo suo oy} 03 TeIUIS
10 pajefar jou st aged siyy ur uonyensny[I Y :ALON

"U0SSa] INOA

o uonyediaeu 10 Mo[j 9y} srodoaaap 1o sowwerdord mok
03 urefdxa noA sdjay weiderp sy ], ‘91eM3jos aif} Jo I01Aeyaq
3y} 10 moTj uonedraeu a3 jo wrerderp e 3urdopasp Aq

SI MO[J 10 [9powt dandeId}uI 3y} Surure[dxa jo Aem 1ajouy
MO[J uoneSIAeU - MOJJ JAIPPRIIUT

" TOIABY3( 21eM}JOS,, 3} JO mo[J wrexSerp e Sunearn sy saSed Juajuod moA Jo moyy aanoerajur ue Surdoaaap jo jreJ

,Qx.__u uaddy

uSLsag aAl3oeIalU| B 9ok4lalu| Suldojaaaq - £ dois

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-52

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



WI004SSDJD [DNLIIA

Sunxay
Swidpssaw upIsul
[Ipwa
SAISIS]|
31qQqy 2ubuiqg SWwI00J4 UoISSNISIp
SolPBW SWwo0J DY
aoupwiiofiad uonoela3u|
sjiqow ajdoay
Supyiomiau [ppos PaSDG-0LIDUIIS
s8ojq Salpnis aspd
SDIM Suyyertions
saunwwod Suluipa| wonojnuws
uonpJiogp|jod uonsesa3ul
SLI9ID [IDW?S Suiuipa| pusioju A49A038IP-3|oS TWX
Kioquanur sjys spafoid : TLWH
uonDzIpUosIaqd Suiyopod suonDIYNId s4ad
Sunyp1 s10u/PUINOf Suuojuaw SIUSLSSISSD EWIEVEIEY R EY]
YN [Ipwd diysusaqu sajijo.d MOYsapI[s
3DW>j00q diysadnuaiddop 3Ppqpas) 09pIA
ToYPEN aomop.d qof SOSIDI9Xd olpnp
1oddng STIENIIEN) $1591 o1ydpoa3
asubw.ioliad Suluibyy uonoDJAU| X931
awn-ur-snf qol-ayy-up a0y pipawnny
Aduazyadwod SIS a3pajmouy) j3ua3uU0>d
8uijqeuy Buidojaaag Suiurejay Sunuasaud

$324N0S3Yy pue ‘s|oo] ‘spoyiajy Suluiea]-a

Xlpuaddy

‘J003 yoed Jo Joedwr awrn pue
3500 3} dn wns 03 a[qe 9q 03 Paau NOA ‘[[erdA0

3dUBULJUTEW JO 1S0D) 6
y1oddns Teureyxes axmbai ey sardojouyda] g
Arprder wayy asn 10 sonpoid 03 mo]

1500 s)1 pue parmbararemyjosayy "9
papasu s[[ys jo odAT g

doraaap 0y awry §

1003 8y} Surrmboe jJo 3s00 3y, ¢

SSIOM JI MO} 'C

[00} 33 JO UOHNQLIUOD YL '

‘poyjeu yoes
Uo ejep 309[[00 noA ‘@duarradxa arow ure3 noA
se yeyy yueyroduut st 1 quawrdopaaap prder o

‘Tesodstp oA je juare} pue s[[s

‘s398pnq ‘saurowin “saanda(qo sdueuLioyrad
INOA U0 paseq NOA 10§ SSIOM PO DIYM
unoa[as ur suoreIPISU0D 18 SUTMO[[0F Y],

‘A12AT[PP MOA

y1oddns spoygewr Sururea-2 yeym 3urdd[as
9q 0s[e P[NOYs NOA “MOTj dAndRIUI pue sofed
u0ss9[ oA Surdo[pasp axe nok a[ypm

S92IN0S3I pue S[00}
‘spoyjawr SuTuIed -3 SNOLIEA Y],

"SUOSSI[ INOA IIAI[IP 0} S[00} pue Spoyjduwr JYSLI 3} 393[3s noA ssadoid s1yy uf

8uluIedT-9 IINULW-£ 10} SPOYIDW AIDALI9Q SUL}D)9S -  do3§

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-53

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



"SI9U}0 PUE ‘SIDPUTWI [TEWS ‘S[euInof ‘S Iews{ooq ‘saurdus yoreas :pappe aq Aewr sjoo} SUIMOT[0] 3} “edte
ST} UT JU2jU0D ssadde Aomb siaureay djoy o "aarsuadxaur A[fensn axe sJ003 9sa ], *S}uawndop [90Xg pue “pIop ‘SIdd
TINX “TINLH ‘sopm3 aouasajax pue djay ‘sorgdesd 1xa3 ur pajuasaid A[rensn st ‘(9,0g) ST YOIYM JU3U0D 33 JO [N Y], 7

‘doasp
0} sy saxe) pue A[3sod A[fensn axe s[ooj asay ], “3ururer; qol-ay3-uo pue ‘uonoerajur sjdoad ‘A19A00s1p-§[os Surpniour
SM3D [IDW? Ayanoersjur pua-y31y axmbai jusjuod sawodino svuewrroyrad 90z 9y pue ‘SNYVAT ISNIN 93 ‘%07 Jo %01 dorayr ‘1
Sunyp1 930uypuinof
4N [Iowd S700} SuTuIedT-d YJIM Judjuod Jurnydjewr uo sHYIIsuy
>MDW300q
oIpas
poddng <@ttt e,
s>upurioliad TWX TWLH S40d .
awn-ut-ysnf saoua.3jas | djay .
o1ydpa3 . UOHRUIPIOOD pue
Suiuipa) [pwiojul X391 . sdysuonepar ajdoag ——
31gQy 2wpg spafo.d pipawnnyy <+ * * SULIO} ‘S90URIDJAI ‘S[00 . o %
soLPW 3unpood saanpaocoid /08
adupwiioliad Suuousuw ‘sdays “s¥se} ‘59559001 ]
djiqow diysuszauy SuonDpIYIID I
upjiomiau [pos duysaonuaiddo SIUSLISSISSD MOYSIPIs seapr Aoy ‘sojdroutid —
s3o0jq 12044 gof sojjoid owv..s ‘syutod uoneordde %0C
SDIM A-N. - &:memmwww <= = yo0qpaa) <{== opmo <{==== ‘sowoono sourWLIO}ID]
sanuNWWod Suuipa| 1ol S9SIDJ9XD 21ydpa3
uonDI0gpjj03 qoau-uo 51592 wa1 %0¢ Y3
SMI9ID [IDWd WO0.SSD|D [DNIIA A uonoDIIU| pipawnny SuwIed ISnA ﬁ oo ) i
Kaouaauy sjys Sunxay a0y 3O %01
uonozipuosiad SwiSpssaw jupysul Apouza
[puinof JIpwd > PposDq-01IDUIDS mmo.ﬁ..ﬁm— O] FOUBLLIOND ]
ADW00q SAJDSISI| 7 sa1pn1s aspd angeA 10 Jur0 uonesrddy
1eYEN SWI00J UOISSNISIp A Suyyer Aioxs A‘ ’ o
1ioddng swiooJ 1pyd uonojnwis
aoupw.oliad uopdeIdIU| uonoeaju]
awn-ui-snf a1doag Kasnodsip-j|as

sj003 Sururea-a djerrdoxdde ay) Ym Jusjuod yo adAy a3 Sunydren

Sululea-a a3nuUIW-€ 10} spoyiaw AuaAljaq Sulyd9las -  dais

Xlpuaddy @ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-54

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘udsap ayz Jo
Auxajdwiod aya pup 13fo4d aya ur paajoaur 3o 3jdoad Aubw moy uo uapuadap st awn Jo upds awi

(ubds awn) sypam 7 00°0ZL7¢  |p202 pupJn)

$PPIM 7 00°000°$ Jo |p101 000°Z$ X (uw g) | uononwis °g

shop § 00005 $  Jo o2 005$ x  (Awppnb yBy) | (uiw 1) 03piA'y

anoy | 000/ $ Jopror gf x (xa) | 4Qd Mt €

sinoy 4 00081 $  Jopor gp$ x  (soaoyd) 4 sagow) 7

anoy | 000¢ $ Jop101 6§ x  (spiom g7) 9 TWIH/XSL'|

:uoneaysn|||

(papaau Ji sway aiow ppp)
| / Sjulj uonojnWiS
I I (unw 1) >juty 03pIA
l ! 4Qd un
¥ I / I / sa3pw|
9 I I I I I I TWLHX3L
(SS|quuibxa 91D MOJ9q)
Spoy1a/

[p10o] 93pd Mamdy ¢ adpd  p 98pd £ a8bd 7 38pd | 98pg saspg uossa]

:UossaT
PpIL

Suiwn pue s3sod pajewysy

‘(resodox ] 10 uonyeUILIONU]
103359nbay]) J /113 oA jo 3red auwodaq uossa|
pue a[npouw Yyoes 10 soyIads pue sajewnsa ayJ, °g

"saurow)
pue 108pnq ays ‘(uononpoid jo ssevoid e
Suraoadur 10 10puaa 10 1onpoid 1ayjoue Sursn
‘poyzaw rayjoue Jursn ‘syred 3uria[ap)
u31sap oy} aunj auly 03 IPIo Ul ssad01d ayy
jeadarued nog jou 1o a[qerdedde are saurfewn)
pUe 3500 3]} ISIdYM O} St UOISIDP € N F

"saurawr) pue s3sod weidoid [ejo}

oy dn wns pue sonpoid 03 uefd noA apeudia

10 ‘s3933nu ‘syoddus ‘suossa aip e 10§ ssadoxd
ayj 1eaday] "papesu awn pue 1S0d 9y} S1eWNSH ‘¢

“U0SS3[ oea I10J
PO3aW 083 JO S}IUN JO JaqUINU 3} [eIO], T

-93ed uossay yoes 105 asn 03 ueyd
noA spoyaut jo sad A} aipy 30a79s ‘spoypawr epun ‘T

‘ssa001d Juawdo[aAdp pue UOT}O[aS dIEMIJOS

03 ssaoo1d 3urures]-a a3 sadpriq dajs sy,
‘Surnun pue 3unsod a} pue syuswIINbar swaysAs
‘SUOTIOUNJ “S9IN)EL9J JO ISI[ [EIIUT 3} SATPOUID
e} UOTeJuauwndop ojur u3Isap Iy} ASAU0D
sradoranap pue siouren sdpy dags reur siyy,

Sururea -9 AINUIN-¢
I0J uorjejudwndo(] pue sj}gpng Surredarg

Sululea-a a3nulw-¢€ 1o} uoljeuawinio( pue sjaspng Suliedald - g dajs

Xlpuaddy

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-55

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



Xlpuaddy

“U0SS3 [D¥a J10J pPajjo[[e duw) a1}
PpUe UOSS9] puk S[NPoW oea 10§ s3193png Surmoys juswumnoop aurpawy pue Suna8png ¢

"JOTARL( dIeMIJOS JO Werderp a} SUIpn[oul Uossa] yoea 107 a1e[dwa) Moy aanoeraju] g

*S92IN0S3I pUE S[00] “Spoy3auI 3} SUTPN[OUT UOSSI] B UT SUSWS[3 3} [[€ sassedwodus siy |,
‘sgaaysysom a3 ursn saded pue suossa[ ‘sspnpout [[e 10§ ynoLe] udisa(q ‘T

uonejudwndo( Jo ISIPPAYD
"saAT)0a[qo aurpwm pue 3s0d ‘Ajpenb oy

joaw swerdord oA ams Sunyew ur sdpy siy [, *mo[[oj 03 soryIads pue apms3 1espd € aaey
sI0puaA pue s1ado[aaap oA yeyy sarnsus uisa(] Sururesa|-a druediO) jo ssadoxd ay [,
"309lo1d 1noA 10y saurjewun

pue198pnq ay} pue ‘s[o0} pue SpPoYIAW A} “USISIP JUU0D SUTUILd -2 INOA

Inoge s1I0pudA J0 s19do[RAdP Y3Im dredrunuuod noA sdjay uonejuswmoop ay [,

uorjejudwWNdOp Teury ayj jo asoding
Sululea-a a3nulw-¢€ 1o} uoljeuawinio( pue sjaspng Suliedald - g dajs

@ UusdlIsa@ duluIDaT-a d1UPSIO BuluIedT-9 NULW-E

Apendix B-56

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



‘speo8 wrexdoxd oy aram e

0} Lojdws 03 ysim Aaypy spoyiow pue
s[003 Jo sad £} a3 ssasse pue ajenfeas
0} s1ourex} smojfe ssaooxd siy [,
s[oo], pue

SPOYIdIA 24 ], Surda[ag

"SJUSWI[D
JuaIaITp 9y} Jo sdrysuonerar
pue mopj ‘uonedraeu Jo yusuwr
-dofeasp ayy ur sepm3 yeyy oryewr
-9DS & 0JUI PILIDAUOD PUE P3)Sa)
axe saded a3 pue jusjuod YT,
uSIS9(J 2AIIRINU]

pue adeyjul Surdofaasg

‘surexgoxd

Sururea-a SuruSisop pue Sunrm pue
‘saded jno SurkeT :a1e 919 paIero))
“Juajuod , pafreldp pue yydap-ur,

0} saAow Uay} pue so1doy , ureaf jsnur,,
1M S)ae)S SUTUIRS] JeU]} 9INSUD 0} PaId
-pIsuod A[[nja1ed Juajuod pue Jy3dnouy
jo drysuonerar yiim saSed jo ad Ay aye
-tzdoxdde ayj uo 3no preyf stjusjuod Y|,
sadeJ uossa Surdoarag

,Qx.__u uaddy

'ssa001d yuawudo[aAap pue UoTOas

a1eMjos 0} ssadoid SurureaT-a oy sa8priq doys sty [, “Surwun
pue Sunsod ayj se [[om se ‘sjuswarmbalr sw)sAs pue suon
-dUnJ “saInjeay A} SUrejuod Jeiy} UOeIualnIop ojur uSIsap
119} £9Au00 s1adofaasp pue siauren sdjay dags reury sy,
sagdeJ u0ssa| 103

uonejudwndo(] pue s3a8png Surredaig )

[[GTE e T =]

— SEET Y

WU Ay

FLOPETIE SAE]
PETTTE TTERY EYTE ]
atiin S U
PIEET o 1)
AR o B

§5300.44 Jualdo)aaag a5ingy

!
= [

'ssadoxd Surures]
31} JO [OIFUOD 19}39q DALY 0} SISUIELI] S[(eUD
03 saded uossa[ uo JudjU0d INO Aef s1aurer; sd[oy
uonezriogayed siyJ, 'sa0ard pue syred jueasfax
pue paziuegIo ojuI Juajuod uMop Junyearg
JU3jU0))

Surzrro8age) pue Surzdfeuy (1

$S3201J UoIPNpoIJ druedio
Iapun [[ej ¢ pue § ‘¢ sdag

suorsa(q usisa( >ruesiQ
1apun [pej Z pue 1 sdaig

*days yoea jo s[rerap a3 are 9say [,

98ked SULpPN|DUO) pue MILAY - SS910.1d Jusawdo)araq dais-g

@UubIsaqg SuluipaT-a J1uDSIO  Bulules-3 IINULW-€

Apendix B-57

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



3-Minute e-Learning Organic e-Learning Design® Appendix

End. Nothing follows.

Copyright 2006  www.vignettestraining.com Organic e-Learning Design Process ® Apendix B-58






Xlpuaddy

prurerfq juroq uonesriddy,

UO[BUIPIOOD pue
sdrysuonyerar aydoag
%08

SULIOJ ‘S90URI0JoI “S[00 ],
sampaooxd
‘sdoays ‘s)se) ‘59559001 ]

‘syutod uonyeordde
‘S9UIOD)NO SOUBULIOJID ]

BIP] OUBULIOJIS ] \

10 yuroJ uoryedr[ddy

seapt Lo ‘sardiourid
ﬁ %0¢

‘d'yd ‘zausuwiir 3 Aoy
SpIND MaLAIU] (IWS) 342dx3 Ja33ew 3133[gns
suLuleaT-a 9jnulW-§

Appendix C-1

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



ﬂppendix@“

Copyright 2006

www.vignettestraining.com Organic e-Learning Design Process®

Appendix C-2



‘Juawrdoransp prder 03 adusnb

-9su00 9y} pue uonejudsaid jusjuod

ur suorje}dadxe 1oy uo yoeduur

oyeand sd[ay STy T, ‘SHINS Pue SpusI[d

[EUISIUL 3IM 9S9} 9}LdIUNUIWOD

pue sjoedwur surfawr) 4sod 4o3pnq
Jo sur1a} ur udisap oA adexdeJ '

‘SHINS UM 310M O}
SIJ1 JI9ISED A1) ST WIed) 1oL JU)SISU0d
aI0W 3], *ADUS)SISUOD pUE 9DUSIJOI
‘asn Asea 10§ sjopowr , soruedi(),, Juo
-IJJIp ‘9143 Suntaim ‘sayoeordde pue
su3rsap a3ewr ynoLe[ Uossa[ ‘SUIISIP
aAndeIayUl Jo Areiqr uodn paside

ue wea) ok pue SAS 03 JuasaiJ D)

‘sassado1d pue sadAj0301d
‘spppowt “‘sajerdure) o[qesnazasn ‘g

‘ssad01d e MOT[0F Ao} INOA aInsus
0} wrea) oA urer) pue [3s ‘dojeasq v

ssad0i1 Juawdorarag

Xlpuaddy

UOILIOQR[[0D B PUR dIEM}JOS 10 dye[durs)
jnoLeT jusjuo)) e 3ursn Aq Maraax

pue reaoxdde jo ssavoxd ayy ayeyrfoe -

‘[epow oy 105 ad £30301d Sur
-ureaT-o 3unyrom e apraoid 03 3saq s1iy
“MIIARI SHINS 93 103 dn-xjoou 1o [opowr

,uossa re[nueid,, e yuqns 03 918y

"$$9008
areM)JOs JO ‘@re[dure) “WiIoF Ay} YIm FINS
a) ap1aoxd Juaiuod pue uoeULIOUT

a3 ;ndur 03 FINS 93 Ysim noA Jy -aareu

-uonsanb gIAg Sursn FING a3 MaraIU]

(*mo[aq g wayt 99s) ssadoid eaoxdde

pUe MIIAI Y} UO JUSWDaI3e 195)
"payIpow 3q ued 31 MoY 10 d[qerdadde s
ssad01d ayj 1 jusweaide ue 390) ‘yoeoxd
-de uSisap pue paads ‘s3sod syt ‘prua
eIk jutoJ uonyedriddy , ayj jo jreyd
moryay ssnosip Juawdopaap pider

e 10§ Ajrrenb jou op 10 Ajipenb jeyy swrei3
-o1d 3urures]-2 axe 219} ey} AJrre)D

‘SIap[Oyaels pue
suordureyd aip jo syndur ayy Aperoads
‘L # WOIJ SSWO0DINO PUe ‘S[e0 “UOoISSI

9’1 ‘s3urpury yoreasal oA juorydn ajeig Yy

HINS o3 SUBdIN | T

apInN9 MalAIaUu| (FWS) 34adxT 423)pWw 32afqns  Suluaea]-9 INULW-E

“HINS 943 Yim Suneaur-auo
-auo e 10§ 98uerre ‘days 3811y ST} 1O Y

"aA0qe T# ur suonsanb

S[se “Buroaw [eIUT SIY} U] "SaW0d}N0

PRIISIP A1) UTe1IddSE 0} I9p[oyaels

J0 “I9ped] “I9sn-pus “1osuods Juaruod

A} IIM 3umnesw [enIul ue aduelrre
‘papaau J] “3uneaut e 10y a3uelry g

‘punoidsoeq

Sururen pue ‘o01 ‘9[4)s s1Y ‘Osnradxa

13 /s1y Jo adods pue anjeu oy
:90UBAPE UT STIAS 93 Inoqe urea| ‘g

‘urex3oxd
31y} JO FUSJUOD IO SUIINO Uk ureyqO D

“eare SIy} uo
Sururen) snoraaid 10 JUaLId MIIAJY ‘g

{7019 “Sa133)e1)S “5)S0D “SIJauUR]
‘sanssi euonjeziuedio yoedwr
o1doj ST} S0P MO ;EeaIe JUSJUOD
ay) ur padueyd aq 03 sey] Jeyp
Jurex3doxd snyy 103 pasu a3 ysnd yeyy
SUISOUOD JUSLIND ST JEAA “JUSJUOD
INOA puUNoIE SANSSI PUE ‘SUOSEII
‘SIDALIP SSAUISN( dI€ JeYM UDIeasdy] Y

suonjeredargy | [

$Sa20.d A12A0DS1g WS

Appendix C-3

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006



L
L]

039/, 98ed a3 o110,

‘poojsIapun ‘paure)al ‘peal sey
IouIes] 9 J1 98ned 03 yse noA [[im
suonsanb 3s93 yeym ‘eouerdurod
10§ papaau Ji pue uondo ue sy

*SuO0I}SaNQ) JS9. JUIWSSISS Y

$S[IOM IIS) UT SLapI 959y}
A1dde Aewr s1aures] ayy moy 29s 03
apraoid noA ued suonsa33ns yeyp
sawoo)no adueurroyad ayy uo
1apuod pue 10a7ja1 TouIed] oy} djay
ued 030 ‘aseryd ‘eapi ‘ased “Ajianoe
‘SuoTr)oa[Jal ‘suonsanb ey

saed Mury

(s)a8eJ maraoy

ar

N\

so8ed MIIAY

—

N\

sa8ed Jur

—
N\

sa8eq dwn(

/

N\

so8eq urepy

{Mmou 03

Jaurea] 9y} ysim noA ety 039 ‘sarorjod ‘uon
-e[SI39] “9sed 31N0D ‘SISO ‘sdas ‘sassad
-01d “s]001 “saduaIaJoI PaTEISP TE JRUAA

sa8eJ Sury

¥

Qx.__ucmnnd

£9q 1e1 pinom yeym ‘2rmyord 1o

9dewr ue merp noL j ;03 dje[ar
ued sIouIed] Jeyy) ‘039 “roydejowr

‘[Ppou “OLIeuads ‘A103s ‘Ordure
-Xd ‘95D dJI[-[eal Poo3 e ST
JeUAM /Seapt [eonrd oy} Ajdde

0} [IeJ 9M JI saouaNbasuod
aanedau pue aansod are yeypn

doueurIojrad o) puejsIapun 19339q
0} 10§ SUIY0O[ 9 ISULIL] A} P[NOYS JeUAM
¢a3ed yyury pajrejap sty ur Sy Sy oy

(A9AU0D 0} poau om seapr Aoy
M TedTILID DIk JeY A (HTo[dxD

;seare 0} Surfxy om are sonyruniroddo

JEUM (9A]OS 03 Surhny om
axe swd[qoId Jey AL ¢SaW0dNo
souewrroyrad ay) are yeypm

ysim noA£ op uoryeurrojur oroads yeymm

sa8eq dum( (¢ safeq ure]N | [

w04 pue aplno MalAlalu| JWS

apInN9 MalAIaul (FWsS) 34adxq 4833pw 32a[qns  Buluaea]-9 INULW-€

Appendix C-4

www.vignettestraining.com Organic e-Learning Design Process®

Copyright 2006



prweilq Jurog uonesryddy,,

SULIOJ “§90UIJal ‘S[00 ],

sarnpadoxd

UOT}eUIpIO0d pue
sdysuonyerar ajdosg
%08

‘sda)s ‘syse) “S9SSaD01]

‘syutod uoryeoridde

seapr 4oy ‘sordourid
ﬁ %0¢

‘SaWI0D}NO SOURULIOJID J

Bap] 2dueUWLIOLIS \

10 JutoJ uonedrddy

Xlpuaddy

]2A9T Jejnuels) / Wio4 MalAlalu| JWS
apInN9 MalAIaUu| (FWS) 34adxT 423)pWw 32afqns  Suluaea]-9 INULW-E

Appendix C-5

www.vignettestraining.com Organic e-Learning Design Process ®

Copyright 2006






3-Minute e-Learning
Bibliography






Bibliography

Research foundations in the formulation of assumptions and practices reported
in this book.

Aldrich, C. (2004). Simulations and The Future of Learning. Pfeiffer
Laurel, B. (1993). Computers as Theater. Addison-Wesley Publishing Company
Bersin, J. (2006). The High Impact Learning Organization. Bersin & Associates

Brown, J.S. & Duguid, P. (200). The Social Life of Information. Harvard Business
School Press

Brown, ].S., Denning, S., Groh, K., & Prusak, L. (2004). Storytelling in

Organizations. Harvard Business Press
Cross, J. & Dublin, L. (2002). Implementing e-Learning. ASTD

Cross, J. (20006). Informal Learning: Rediscovering the Natural Pathways That Inspire

Innovation and Performance. Pfeiffer

Cross, R. (2004). The Hidden Power of Social Networks: Understanding How Work
Really Gets Done in Organizations. Harvard Business School Publishing Press

DiDonato, ]. (2006) Workforce Performance 2006 Conference: Searchable Wizards,
Federated Search, Embedded Training. White Papers

Gery, G. (1991) Electronic Performance Support System. Gery Associates

Malone, T. (2005). The Future of Work: How the New Order of Business Will Shape
Your Organization, Your Management Style and Your Life. Harvard Business School
Press

Masie, E. March 21, 2006. 18 Wishes for an LMS
http:/ /trends.masie.com/archives/2006/03/385 18 wishes f.html

Masie, E. (2004). Learning Rants, Raves, and Reflections: A Collection of Passionate
and Professional Perspectives. Pfeiffer

Postman, N. (1992). Technopoly. Vintage Books

Quartz, S. & Sejnowski, T. (2002). Liars, Lovers and Heroes: What the New Brain
Science Reveals About How We Become Who We Are. Harper Collins



r.

3-Minute e-Learning

Rosenberg, M. (2005). Beyond e-Learning: Approaches and Technologies to Enhance
Organizational Knowledge, Learning, and Performance. Pfeiffer

Schank, R. (2002). Designing World-Class e-Learning How IBM, GE, Harvard
Business School, and Columbia University are succeeding at e-Learning. McGraw-
Hill

Schank, R. (1990). Tell Me a Story: Narrative and Intelligence. Northwestern
University Press, 1990

Van Dam, N. (2004) The e-Learning Fieldbook: Implementation Lessons and Case
Studies from Companies that are Making E-Learning Work. McGraw-Hill

Vanthournout, D., etal. (2006). Return on Learning. Agate Publishing

Calhoun, W., Pollock, R., Jefferson, A. & Flanagan, R. (2006). The Six
Disciplines of Breakthrough Learning. Pfeiffer









3-Minute e-Learning
Index






Index

3-Minute e-Learning
Application points, 7
Basic structure, 7
Benefits, 7
Cost reduction, 8
Definition, 7, 25
Faster application, 25
Increasing speed, 8
Pathways, 9
Quality, 25
Creating, exercises, B-15
Methods of delivery, B-53

20/80 Rule, B-18, B-21, B-36
Focusing, 29, 69
Rule, 81, 187
Case study, 188

ADDIE - Rapid
Beyond, Rapid ADDIE, 168, 174, 194, 204
Dynamic, B-53

Anecdotes, 195, B-24, B-28, B-40

Application points, 7, 29,
Case study, 183

Instant access, 33

Paying attention, 30
Quality standards, 195
Organic design, B-5
Pyramid, B-12

Behaviors, 46

Basic e-LA, 69

Writing, 76

Selecting interactivity, 101
Finding, 170

Correlate performance metrics, 179
Performance logs, 188
Quality standards, 195

Micro-content, 198

Assignments, 78, 82, B-38

3

Authoring, 4,

Authoring software, 6, 204
Falling in love with, 63
Selection, 20

Cost calculator, 34

LMS, 126

Reusable, 133

Coding, 147

Bank case study, B-14
Bersin & Associates

Instructional design, 43

Virtual classroom, 107

Collaboration, 151

LMS, 169
Behavioral Learning, 104, B-42
Blogs, 3, 171,177,197, B-42, B-53
Bookmark, 4, 9, 151, 171, 172, 204, B-53
Boring programs-content, 6, 31, 62, 103,

Page turners, 62

Lifeless, B-23
Budgeting, cost estimates, B-53
Case-Study

Classroom training, 5

Reducing costs, increasing speed, 183
Organics, B-24

Methods, B-53

Certifications, B-52

Coach, 78, 120, 153, 172, 178, 189, B-41

Colorful, 30,

Humorous, B-23



3-Minute e-Learning

Collaboration, 21, 107, 120, 133, 171, 196, 204 Concrete
Key features, 152 Organics, B-23
Process, 21, 151
Links to, B-38 Content Developer

Checklist, 85
Conceptual training, 104, B-25
Compliance training, 169, C-9, B-25
Content, 3,

70% cumbersome, 10 Coordination, B-12
ADDIE, 174

Analyzing, B-10 Cost reduction, 36, 193
Architecture, 42 Alternative design, case, 189
Basic architecture, 70 Reducing costs 30%, 183
Behaviors, 65

Bloated, 10 Credible, B-23

Boring, 62

Catastrophe, 30 Critical thinking
Categorizing, B-18 Learners, 195

Crappy, 7

Digitalization, 44 Cross, Jay, 196

Facility, 171

Hierarchy, B-34 Cultural barriers, 21
Images, 83

Instructional design, 63 Database

LCMS, 125 Integration, 144, 148
Mechanical and technical, 64, 78 Learners, 120
Mechanical, devoid of life, 64 LMS, 125

Organics, 64 ADDIE, 175

Performance driven, 6
Performance support, 122 Decision making, B-25

Reference tools, 114

Reusable, 143 Design

Simulation, 101 Appealing design, 62
SME, 20, 80 Interactive, 146

Software, 95 Navigation, 147
Structure of, B-13 Root cause bad design, 61

Writer checklist, 75, 85
Discussion rooms, B-38
Contextual, 64, B-23 Documentation checklist, B-56

4



Index

Downloads, 76, B-38 Facilitating learning, B-41
Drill down details, B-38 Flexible, learning, B-34

Dublin, Lance, 198 . .
Future of 3-Minute e-Learning

Future, 193
e-Learning 2.0,1.0,1.3, 3

Catastroph king, 31
atastrophe making “Future of Work” 2000

Thomas Malone, 44
e-Learning Architecture (e-LA)

Approached in e-LA, 7
Basic, 60
How to develop, 65

eLearning Guild Study
Rapid e-Learning demand, 45

Study report, A-1
How to make it work, 69

Transforming, writing, 76

Definition, 41

Evaluations

Reviews and evaluations, 88
Framework, 14

Garbage-in, garbage out, 20

Sof s 93 Google
oftware, tools, Basic e-LA, 1, 61, 114, 174, 199
What is a good e-LA, 49
YouTube, 1

_L 1
e-hearning HMTL, 43, 69, 94, 102, 155, 190

Design, 190
HTML, B-37

Project development flow, 15, B-6
Implementation, 199

Course development, B-5

Fatal mistake, B-7

Pitfalls, B-8

5-Step process, B-9

Methods, B-25

Methods of delivery, B-53

Illustrations, B-24

Instant Messaging, 171, 177, 196, B-42

Interface design, 79, B-51

e-Learning Behaviors

Images
Definition, 56

Design, 190

Learners needs, 44 .
Developing, 83

Email alerts, B-53
mail alerts Informal learning, 196, B-53

Emotional

motiona Instructional Design, 3, 30, 63, 791, 143, 172, 186, 198
Beyond, Rapid ADDIE, 174

Flexible, nimble, 42

Organics, B-23
Learning, B-42



3-Minute e-Learning

Interactivity

Adding, 21

Criteria for selecting, 101
Different types, 104
Interactive engine, 146
Interactive design, B-10, B-51
Links to, B-38

In-depth, B-42

Types of,

Basic and advance, B-42

Job Aids
Development, 157

Joe DiDonto, 5, 200

Judgment, Decision-making, B-42

Jump pages, B-38

Just-in-time performance, B-53

Karrer, Anthony, 1

Knowledge Management, 9, 55,117, 135

Knowledge Mapping, 104, B-42
Learning
Contextual, best, 64

Different methods, B-25

Learning Communities, B-53

Learning Management System (LMS), 9

Life cycle, 127
LMS Flow Chart, 127
LMS, LCMS, 125

Selecting, 20

Turbo-LMS, 171

Work around, rapid, 128

Third generation, 197
Learning objects, B-34

Transferable, B-34

Lesson pages, B-33
Developing, B-33

Basic structure, B-41

Linear

Catastrophe, 31

Link pages, B-38
Jump pages, B-38

Masie, Elliott, 180
LMS wish, 169

New LMS, 198

Meaningful
Organics, B-23

Mechanical content, B-23
Metaphors, B-24

Micro content, 198

Must Learns, B-18
Criteria, B-22

Layout, B-43

Mobile learning, 177, 197, B-53

MS Office
Word, Excel, PowerPoint, B-38

Note taking, Journals, B-53



Index

Online Help & Reference Inability, 26
e-LA, 113 Impacting, 8
Reference tools, 114 LMS, 125,170
Search, Bookmark, 115 Must learn, 69
SME, 79
Organic e-Learning Design Writing, 76, 80
Better, cheaper, 29
Principle, 29 Performance Support
Design process, B-5 And Knowledge Management, Salient features, 120
Principles, B-5 e-LA, 119
Organics, B-23 Rapid e-Learning, 122
Criteria, B-23 Weaknesses, 121
Stories, B-23
Types of, B-24 Personalized learning, 196
Steps in developing, B-27 Personalization, B-53
On-the-jobs training (OJT) PowerPoint, 55, 63, 77, 94, 107, 135, A-13, B-38
Links, 78
OJT, Links, B-38 Procedures, B-12
PDF, 69, 78, 86, 135, B-38, B-53 Proficiency, 5, 203
Full, B-38, 172
Performance logs, audio, 188 Working, 3, 183
Performance Metrics Project management
Driven learning, 177 Collaboration, 154
Impact on training, 9 Production checklist, 159
Impacts, 189 Costs estimating, B-53
Methods, B-53
Accenture, 179 Provocative Innovations, 180
Performance, 5, C-4, Process, B-12
3-Minute e-Learning 14
Application points, 7, 31, 46 Rapid e-Learning
Boring, 46 Calculator, 20, 34
Content, 6 Cost comparison, 21
e-LA, 50 Decision making, 163
Essential, 101 Innovations, 14

Investment 21



3-Minute e-Learning

Time, speed, quality, 35
Rapid Learning, 8, 14, 25,175,193,200

Real-life, B-23
Relationship, B-25

References, 62, 76,77,86,89,122,154, 189, 190, B-12
Reusable

Content, aesthetics, 145

Dimensions of, 143

Rapid software reuse, 142

Kinda cool, 32

Simulation
Discovery, scenario-based, 55
Methods, B-53

Snippets, 6,125,175, 177, B-6

SME

Basic Architecture, 70
Benefits to SMEs, 72
Celebrity, pedestal, 72

Software, 21 Discovery process, interview guide, C-3
Tools, 21 Educate SME, 72

Fault SMEs, 20
Review questions, B-39 Guide for interviewing 80, Appendix C
Pages, B-39 Interview questions, 80

Successfully working with, 8

Rote Learning, B-42 Source of stories, B-26
RSS, 3, 4, Software
Project management decisions, 140
Search, 3, B-53 Checklist for software decision, 95
Federated Search, 3, 5 Coding, 147
Searchable, 9 Configuration, 141
Basic e-LA, 61 CRM, 189
Virtual classroom, 108 Design, 57
Reference, 114 Purchasing, 94
Knowledge Management, 120 Religions, 96
Facility, 171, 172 Reusability, 133
Dynamic ADDIE, 174 Selection, Rapid, 138
Steroids, 20
Self-discovery, B-53 Training, B-25

Software behavior, B-52
Sivasailam Thiagarajan
Instructional design, 44 Social networking, 3, 6, 171, 177,197, B-53
Skills Inventory, B-53 Speed
Increasing speed 300%, 183
Slideshows Falling in love, 194



Index

Stories, B-24 WIKK], 3, 4, 135, 171, 197, B-38, B-42, B-53
Ways to get stories, B-26 Working and full

How to collect stories, B-26 Proficiencies (see proficiency)
Storyboarding Writing tone

Worksheet, B-49 Organic tone, B-40

Talking heads WYSIWYG, 115

Default, 57

XML, 90, 135, B-38, B-53, B-54
Tasks, B-12

Technical training, B-25, B-42

Templates, B-51
Models, B-51

Trainers

Replacing role, 199

Training outcomes

TrainingPayback, 195

Video
Difficult to apply, 31

Virtual Classroom,
Celebrity, 108
Criteria, 108
Right reasons, 108

Virtual classroom and e-LA, 107
Virtual Trainer
Interwise, 32

WebEx, 32

Web 2.0, 3, 6, 171,193






	Ref_A_guild_body.pdf
	www.vignettestraining.com
	Opening
	Goal
	
	
	The whole ISD model is based on the assumption of stupid learners and superior experts. In my life, most of the ISD packages I've run into were designed by people who are stupider than me. They're trying to drag me down to the lowest common denominator.







